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COMPUTER-READABLE STORAGE
MEDIUM HAVING INFORMATION
PROCESSING PROGRAM STORED
THEREIN AND INFORMATION
PROCESSING APPARATUS

CROSS REFERENCE TO RELATED
APPLICATION

The disclosure of Japanese Patent Application No. 2009-
223442, filed on Sep. 28, 2009, is incorporated herein by
reference.

BACKGROUND OF THE INVENTION

1. Field of the Invention

The present invention relates to a computer-readable
storage medium having an information processing program
stored therein, and to an information processing apparatus.
Specifically, the present invention relates to a computer-
readable storage medium having stored therein an informa-
tion processing program which performs a predetermined
process based on a load and a center-of-gravity position of
a user, and to an information processing apparatus which
performs a predetermined process based on a load and a
center-of-gravity position of a user.

2. Description of the Background Art

Conventionally, there is an information processing appa-
ratus which moves a character displayed on a screen, based
on a center-of-gravity position of a user (for example,
Japanese Laid-Open Patent Publication No. 2005-334083
(Patent Document 1)). Specifically, in the apparatus dis-
closed in Patent Document 1, a predetermined neutral circle
is set, and, when a center-of-gravity position is shifted out of
the neutral circle, a character moves. When the center-of-
gravity position is not outside the neutral circle, the char-
acter does not move.

However, the technique disclosed in the above-mentioned
Patent Document 1 involves the following problem. That is,
when a user moves the center-of-gravity position, the center-
of-gravity position is sometimes transiently moved in a
direction different from a direction intended by the user.
Specifically, when the user moves the center-of-gravity
position, the center-of-gravity position may be transiently
moved in the opposite direction to the direction intended by
the user, and then the center-of-gravity position is moved in
the direction intended by the user. The apparatus disclosed
in the above-mentioned Patent Document 1 has a problem
that, in such a case, the character is moved based on a
detection of the movement of the center-of-gravity position
in the opposite direction to the direction intended by the
user, so that the character cannot be moved as the user has
intended.

SUMMARY OF THE INVENTION

Therefore, an object of the present invention is to provide
an information processing program and an information
processing apparatus which are capable of accurately deter-
mining an intentional action of a user.

The present invention has the following features to solve
the problem mentioned above.

An embodiment of the present invention is directed to a
computer-readable storage medium having stored therein an
information processing program executable by a computer
of an information processing apparatus for processing a
signal supplied from an input device which includes a load

10

15

20

25

40

45

55

60

2

sensor for detecting a load of a user. The information
processing program causes the computer to function as load
information acquisition means, center-of-gravity informa-
tion acquisition means, load determination means, and the
action determination means. The load information acquisi-
tion means acquires load information concerning the load of
the user or a change of the load over time, based on the
signal supplied from the input device. The center-of-gravity
information acquisition means acquires center-of-gravity
information concerning a center-of-gravity position of the
user or a direction in which the center-of-gravity position
moves, based on the signal supplied from the input device.
The load determination means determines whether or not the
load information satisfies a first condition. The action deter-
mination means determines a predetermined action of the
user, based on the center-of-gravity information obtained
when a result of the determination performed by the load
determination means is affirmative.

Here, the load information may be a load value at a
predetermined point of time, or may be a rate of increase or
decrease of the load value, the maximum value (or a local
maximum value) or the minimum value (or a local minimum
value) of the load value, a pattern of a change of the load,
or the like. In addition, the center-of-gravity information
may be information concerning the center-of-gravity posi-
tion of the user, or may be information concerning the
direction in which the center-of-gravity position moves.

According to the above features, whether or not the load
information satisfies the predetermined condition can be
determined by the load determination means. Then, based on
the center-of-gravity position or the direction in which the
center-of-gravity position moves which are obtained when a
result of the determination is affirmative, the predetermined
action of the user can be determined. This enables an
accurate determination of the action performed by the user.

In an embodiment of the present invention, the load
determination means may determine whether or not the load
of the user increases, based on the load information.

According to the above feature, whether or not the load of
the user increases can be determined. Therefore, the prede-
termined action of the user can be determined based on the
center-of-gravity position or the direction in which the
center-of-gravity position moves which are obtained when
the load of the user increases. Moreover, in a case where the
load changes along with the predetermined action of the
user, the predetermined action of the user can be quickly
determined at a time when the load turns to show an
increasing tendency.

In an embodiment of the present invention, the load
determination means may determine whether or not a rate of
increase of the load is equal to or higher than a predeter-
mined threshold value.

According to the above feature, the predetermined action
of the user can be determined based on the center-of-gravity
position or the direction in which the center-of-gravity
position moves which are obtained when the rate of increase
of the load is equal to or higher than the predetermined
threshold value. As a result, the action intended by the user
can be accurately determined.

In an embodiment of the present invention, the center-of-
gravity information acquisition means may acquire the cen-
ter-of-gravity information concerning the direction in which
the center-of-gravity position moves, based on the signal
supplied from the input device. In addition, the action
determination means may determine the predetermined
action of the user, based on the center-of-gravity information
concerning the direction in which the center-of-gravity
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position moves, which is acquired by the center-of-gravity
information acquisition means and obtained when the result
of the determination performed by the load determination
means is affirmative.

According to the above feature, the predetermined action
of the user can be determined based on the direction in
which the center-of-gravity position moves, which is
obtained when the result of the determination performed by
the load determination means is affirmative. For example, it
can be determined that the user performs the predetermined
action in the direction in which the center-of-gravity posi-
tion moves.

In an embodiment of the present invention, the center-of-
gravity information acquisition means may acquire the cen-
ter-of-gravity information concerning the center-of-gravity
position, based on the signal supplied from the input device.
In addition, when the absolute value of a coordinate value,
with respect to a direction of a predetermined axis, of the
center-of-gravity position which is obtained when the result
of the determination performed by the load determination
means is negative, is equal to or greater than a predeter-
mined threshold value, the action determination means may
determine that the user performs the predetermined action.

According to the above feature, even when the result of
the determination performed by the load determination
means is negative, the action of the user can be determined
based on the center-of-gravity position obtained at that time.
That is, even when the result of the determination performed
by the load determination means is negative, if the absolute
value of the coordinate value of the center-of-gravity posi-
tion is equal to or greater than the predetermined threshold
value, it is determined that the user performs the predeter-
mined action, and therefore the action intended by the user
can be determined with an increased accuracy.

In an embodiment of the present invention, the center-of-
gravity information acquisition means may acquire the cen-
ter-of-gravity information concerning the center-of-gravity
position and the direction in which the center-of-gravity
position moves, based on the signal supplied from the input
device. In addition, the information processing program may
cause the computer to function further as first threshold
value determination means. The first threshold value deter-
mination means determines whether or not the absolute
value of a coordinate value of the center-of-gravity position
with respect to a direction of a first axis is equal to or greater
than a first threshold value. The action determination means
determines the predetermined action of the user, based on
the direction in which the center-of-gravity position moves,
which is obtained when the result of the determination
performed by the load determination means is affirmative
and a result of the determination performed by the first
threshold value determination means is affirmative.

According to the above feature, when the result of the
determination performed by the load determination means is
affirmative and the absolute value of the coordinate value of
the center-of-gravity position obtained at that time is equal
to or greater than the first threshold value, the predetermined
action of the user can be determined based on the direction
in which the center-of-gravity position moves which is
obtained at that time.

In an embodiment of the present invention, the informa-
tion processing program may cause the computer to function
further as second threshold value determination means. The
second threshold value determination means determines
whether or not the absolute value of the coordinate value of
the center-of-gravity position with respect to the direction of
the first axis is equal to or greater than a second threshold

40

45

60

4

value which is greater than the first threshold value. The
action determination means determines the predetermined
action of the user, based on the center-of-gravity position
obtained when the result of the determination performed by
the load determination means is negative and a result of the
determination performed by the second threshold value
determination means is affirmative.

According to the above feature, when the result of the
determination performed by the load determination means is
negative and the absolute value of the coordinate value of
the center-of-gravity position obtained at that time is equal
to or greater than the second threshold value, the predeter-
mined action of the user can be determined based on the
center-of-gravity position obtained at that time.

In an embodiment of the present invention, the center-of-
gravity information acquisition means may acquire the cen-
ter-of-gravity information concerning the center-of-gravity
position, based on the signal supplied from the input device.
In addition, the information processing program may cause
the computer to function further as region determination
means. The region determination means determines whether
or not the center-of-gravity position exists in a predeter-
mined region which is set at a predetermined position on an
input plane which is provided in the input device and to
which the load is applied by the user. When the result of the
determination performed by the load determination means is
affirmative and a result of the determination, at that time,
performed by the region determination means is negative,
the action determination means determines that the user
performs the predetermined action.

According to the above feature, when the result of the
determination performed by the load determination means is
affirmative and the center-of-gravity position does not exist
in the predetermined region set on the input plane, it can be
determined that the user performs the predetermined action.
That is, even when the result of the determination performed
by the load determination means is affirmative, if the center-
of-gravity position obtained at that time exists in the pre-
determined region, it is not determined that the user per-
forms the predetermined action. This enables the action
intended by the user to be determined with an increased
accuracy. For example, when the predetermined region is set
near the center of the input plane, then if the center-of-
gravity position exists near the center of the input plane, it
is not determined that the user performs the predetermined
action, and thus the action intended by the user can be
determined.

In an embodiment of the present invention, the center-of-
gravity information acquisition means may acquire the cen-
ter-of-gravity information concerning the center-of-gravity
position and the direction in which the center-of-gravity
position moves, based on the signal supplied from the input
device. In addition, the information processing program may
cause the computer to function further as threshold value
determination means. The threshold value determination
means determines whether or not the absolute value of a
coordinate value of the center-of-gravity position with
respect to a direction of a first axis is equal to or greater than
a predetermined threshold value. When a result of the
determination performed by the threshold value determina-
tion means is affirmative, the action determination means
determines the predetermined action of the user based on the
center-of-gravity position, which is obtained when the result
is affirmative. On the other hand, the action determination
means determines the predetermined action of the user based
on the direction in which the center-of-gravity position
moves, which is obtained when the result of the determina-
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tion performed by the threshold value determination means
is negative and the result of the determination performed by
the load determination means is affirmative.

According to the above feature, when the absolute value
of the coordinate value of the center-of-gravity position is
equal to or greater than the predetermined threshold value,
the action of the user can be determined based on the
center-of-gravity position. On the other hand, when the
absolute value of the coordinate value of the center-of-
gravity position is less than the predetermined threshold
value, whether or not the result of the determination per-
formed by the load determination means is affirmative is
determined, and the action of the user can be determined
based on the direction in which the center-of-gravity posi-
tion moves which is obtained when the result of the deter-
mination is affirmative.

In an embodiment of the present invention, the informa-
tion processing program may cause the computer to function
further as movement speed calculation means and move-
ment speed determination means. The movement speed
calculation means calculates a speed at which the center-
of-gravity position of the user moves, based on the center-
of-gravity information acquired by the center-of-gravity
information acquisition means. The movement speed deter-
mination means determines whether or not the speed at
which the center-of-gravity position moves, which is calcu-
lated by the movement speed calculation means, satisfies a
second condition. When the result of the determination
performed by the load determination means is affirmative
and a result of the determination, at that time, performed by
the movement speed determination means is affirmative, the
action determination means determines the predetermined
action of the user, based on the center-of-gravity informa-
tion.

According to the above feature, the action of the user can
be determined in consideration of the speed at which the
center-of-gravity position moves, too. For example, when
the result of the determination performed by the load deter-
mination means is affirmative and the speed at which the
center-of-gravity position moves is equal to or higher than
the predetermined threshold value, the predetermined action
of'the user can be determined based on the center-of-gravity
information.

In an embodiment of the present invention, a plurality of
first regions and a plurality of second regions provided at
boundaries of the first regions may be in advance set on an
input plane which is provided in the input device and to
which the load is applied by the user. In this case, when the
center-of-gravity position, which is acquired by the center-
of-gravity information acquisition means and obtained when
the result of the determination performed by the load deter-
mination means is negative, exists in the first region, the
action determination means determines that the user per-
forms the predetermined action.

According to the above feature, even when the result of
the determination performed by the load determination
means is negative, the action of the user can be determined
based on the center-of-gravity position. That is, it can be
determined that the user performs the predetermined action,
only when the center-of-gravity position of the user, which
is obtained when the result of the determination performed
by the load determination means is negative, exists in the
first region set on the input plane.

In an embodiment of the present invention, the action
determination means may determine whether or not the user
performs the predetermined action in a predetermined direc-
tion.
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According to the above feature, the action of the user
involving a direction can be determined.

In an embodiment of the present invention, the action
determination means may repeatedly determine whether or
not the user performs the predetermined action in a prede-
termined direction. The information processing program
causes the computer to function further as determination
result storage means. When the action determination means
determines that the user performs the predetermined action
in the predetermined direction, the determination result
storage means stores therein a determination result indicat-
ing the direction in which the user performs the predeter-
mined action. The action determination means determines
that the user performs the predetermined action, only when
the direction in which the user performs the predetermined
action, which is obtained based on the center-of-gravity
information, is different from the direction indicated by an
immediately preceding determination result stored in the
determination result storage means.

According to the above feature, whether or not the user
performs the predetermined action in the predetermined
direction can be repeatedly determined, and the direction in
which the user has performed the immediately preceding
predetermined action can be stored. In determining the
current action of the user, it can be determined that the user
performs the predetermined action, only when the direction
in which the user performs the predetermined action, which
is obtained based on the center-of-gravity information, is
different from the direction in which the user has performed
the immediately preceding action. This can prevent such a
determination that the user performs the predetermined
action successively in the same direction. Thus, an errone-
ous determination can be prevented.

In an embodiment of the present invention, a plurality of
regions each indicating a direction in which the user per-
forms the action may be in advance set on an input plane
which is provided in the input device and to which the load
is applied by the user. The action determination means
determines that the user performs the predetermined action
in the direction indicated by the region, on the input plane,
where the center-of-gravity position exists.

According to the above feature, the plurality of regions
are in advance set on the input plane of the input device.
Then, it can be determined that the user performs the
predetermined action in the direction indicated by the
region, on the input plane, where the center-of-gravity
position exists.

In an embodiment of the present invention, the action
determination means may determine that the user performs
the predetermined action in the direction indicated by the
region, on the input plane, where the center-of-gravity
position exists, the center-of-gravity position being obtained
when the result of the determination performed by the load
determination means is negative.

According to the above feature, even when the result of
the determination performed by the load determination
means is negative, it can be determined that the user
performs the predetermined action in the direction indicated
by the region, on the input plane, where the center-of-gravity
position obtained at that time exists.

In an embodiment of the present invention, the informa-
tion processing program may cause the computer to function
further as display control means. The display control means
displays, on a display device, an appearance in which the
user performs the predetermined action, when a result of the
determination performed by the action determination means
is affirmative.
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According to the above feature, the action performed by
the user can be displayed on the display device.

In addition, an embodiment of the present invention may
be directed to an information processing apparatus for
executing the information processing program described
above.

According to an embodiment of the present invention, the
action intentionally performed by the user can be accurately
determined.

These and other objects, features, aspects and advantages
of'the present invention will become more apparent from the
following detailed description of the present invention when
taken in conjunction with the accompanying drawings.

BRIEF DESCRIPTION OF THE DRAWINGS

FIG. 1 is an external view of a game system according to
an embodiment of the present invention;

FIG. 2 is a block diagram showing an electrical configu-
ration of a video game system 10 of the present embodiment;

FIG. 3 is a perspective external view of a load controller
36 of FIG. 1;

FIG. 4 is a cross-sectional view of the load controller 36
taken along line VI-VI of FIG. 3;

FIG. 5 is a block diagram showing an exemplary electrical
configuration of the load controller 36;

FIG. 6 is a diagram showing an appearance in which a
player stands on the load controller 36 and plays a game
according to the embodiment;

FIG. 7Ais a diagram showing an exemplary screen for the
game according to the present embodiment;

FIG. 7B is a diagram showing an appearance in which a
player character 120 swings its hip to the left in response to
an action of the player swinging his/her hip to the left, and
a selection object 121 is selected;

FIG. 8A is a top view of the load controller 36;

FIG. 8B is a diagram showing an XY coordinate system
corresponding to a position on a platform 36a of the load
controller 36;

FIG. 9A is a diagram showing a change of a center-of-
gravity position at a time when the player swings his/her hip
to the right;

FIG. 9B is a diagram showing a change of a load value
detected by the load controller 36 at the time when the player
swings his/her hip to the right;

FIG. 10 is a diagram showing a method for calculating a
direction in which the player swings his/her hip, based on a
direction in which the center-of-gravity position moves;

FIG. 11 is a diagram showing a swing direction based on
the center-of-gravity position;

FIG. 12 is a diagram showing main data stored in a main
memory (an external main memory 46 or an internal main
memory 42¢) of a game apparatus 12;

FIG. 13 is a main flow chart showing a sequence of a
game process performed by the game apparatus 12;

FIG. 14 is a flow chart showing a detail of a center-of-
gravity movement determination process (S3);

FIG. 15 is a flowchart showing a detail of a load value
change determination process (S4); and

FIG. 16 is a flow chart showing a detail of a hip swing
determination process (S5) based on the center-of-gravity
position.

DESCRIPTION OF THE PREFERRED
EMBODIMENTS

Overall Configuration of Game System

Next, an embodiment of the present invention will be
described with reference to the accompanying drawings.
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FIG. 1 is an external view of a game system according to the
embodiment of the present invention. The game system 10
includes a game apparatus 12, a controller 22, and a load
controller 36. Note that, the game apparatus 12 of the present
embodiment is designed to communicate with up to four
controllers (22, 36), though not shown. Also, the game
apparatus 12 and each controller (22, 36) are connected to
each other via wireless communication. For example, the
wireless communication is executed in accordance with the
Bluetooth (registered trademark) standard, or alternatively,
may be executed in accordance with other standards, such as
infrared, wireless LAN or the like.

The game apparatus 12 includes a housing 14 in the shape
of substantially a rectangular parallelepiped. A disc slot 16
is provided in a front surface of the housing 14. An optical
disc 18 which is an exemplary information storage medium
having stored therein a game program or the like is inserted
and loaded through the disc slot 16 into a disc drive 54 (see
FIG. 2) in the housing 14. An LED and a light guide plate
are provided around the disc slot 16 and can be turned ON
in response to various processes.

Also, a power button 20a and a reset button 205 are
provided in an upper portion of the front surface of the game
apparatus 12, and an eject button 20c¢ is provided in a lower
portion thereof. Moreover, a connector cover 28 for an
external memory card is provided between the reset button
205 and the eject button 20¢ and in the vicinity of the disc
slot 16. A connector 62 for an external memory card (see
FIG. 2) is provided inside the external memory card con-
nector cover 28. An external memory card (hereinafter
simply referred to as a “memory card” (not shown)) is
inserted into the connector 62. The memory card is utilized
to load and temporarily store a game program or the like
read out from the optical disc 18, or to store (save) game data
(result data or intermediate data of a game) of'a game played
using the game system 10. Note that the game data may be
stored into, for example, an internal memory, such as a flash
memory 44 (see FIG. 2), which is provided in the game
apparatus 12, instead of the memory card. Also, the memory
card may be used as a backup memory for the internal
memory.

Note that, as the memory card, a general-purpose SD card
can be used, or alternatively, other general-purpose memory
cards, such as a memory stick (registered trademark) and a
multimedia card (registered trademark), can be used.

An AV cable connector 58 (see FIG. 2) is provided in a
rear surface of the housing 14 of the game apparatus 12. The
AV cable connector 58 is used to connect a monitor 34 and
loudspeakers 34a to the game apparatus 12 via an AV cable
32a. The monitor 34 and the loudspeakers 34a may be
typically of a color television set. The AV cable 32a allows
a video signal and an audio signal from the game apparatus
12 to be input to a video input terminal and an audio input
terminal of the color television, respectively. Therefore, a
game image of a three-dimensional (3D) video game is
displayed on a screen of the color television (monitor) 34,
and stereo game audio, such as game music or sound effects,
is output from the right and left loudspeakers 34a. Also, a
marker unit 345 including two infrared LEDs (markers)
340m and 340z is provided in the vicinity of the monitor 34
(in the present embodiment, an upper portion of the monitor
34). The marker unit 345 is connected via a power supply
cable 3256 to the game apparatus 12. Therefore, power is
supplied from the game apparatus 12 to the marker unit 345.
As a result, the markers 340m and 340n perform light
emission and output infrared light toward the front of the
monitor 34.
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Note that power for the game apparatus 12 is supplied
from a typical AC adapter (not shown). The AC adapter is
plugged into a standard home wall socket. The game appa-
ratus 12 converts home power supply (commercial power
supply) into a low DC voltage signal suitable for driving. In
other embodiments, a battery may be used as a power
supply.

In the game system 10, when a user or users desire to play
a game (or other applications rather than games), the user
initially powers ON the game apparatus 12, and then selects
an appropriate optical disc 18 having stored therein a
program of a video game (or another application which the
user desires to play), and loads the optical disc 18 into the
disc drive 54 of the game apparatus 12. In response to this,
the game apparatus 12 starts executing the video game or
another application based on a program recorded on the
optical disc 18.

The user operates the controller 22 so as to give an input
to the game apparatus 12. For example, by operating any of
a plurality of input means 26, the game or another applica-
tion is started. Also, in addition to operations to the input
means 26, by moving the controller 22 itself, a moving
image object (user object) can be moved in different direc-
tions, or a point of view (camera position) of the user in a
3D game world can be changed. An acceleration sensor (not
shown) for detecting acceleration in three axis directions is
provided in the controller 22, and acceleration caused by the
user moving the controller 22 can be detected. The game
apparatus 12 can perform a predetermined game process in
accordance with acceleration obtained from the controller
22. Moreover, an imaging means for imaging infrared light
emitted from the markers 340m and 3407 is provided in the
controller 22, and thereby the controller 22 functions also as
a pointing input device for pointing a position on the screen
of the monitor 34.

FIG. 2 is a block diagram showing an electrical configu-
ration of the video game system 10 of the present embodi-
ment. Components in the housing 14 are mounted to a
printed board, though not shown. As shown in FIG. 2, the
game apparatus 12 includes a CPU 40. The CPU 40 func-
tions as a game processor. A system [LSI 42 is connected to
the CPU 40. An external main memory 46, a ROM/RTC 48,
a disc drive 54 and an AV IC 56 are connected to the system
LSI 42.

The external main memory 46 stores a program, such as
a game program or the like, or various kinds of data, or
serves as a work area or a buffer area for the CPU 40. The
ROM/RTC 48 is a so-called boot ROM, in which a program
for booting the game apparatus 12 is incorporated and a
clock circuit for counting time is provided. The disc drive 54
reads out program data, texture data or the like from the
optical disc 18, and writes data into an internal main
memory 42¢ (described below) or the external main memory
46 under the control of the CPU 40.

The system LSI 42 includes an input-output processor
42a, a GPU (Graphics Processor Unit) 425, a DSP (Digital
Signal Processor) 42¢, a VRAM 424, and the internal main
memory 42e¢, which are connected to each other via an
internal bus (not shown).

The input/output processor (I/O processor) 42a executes
transmission/reception or downloading of data. The data
transmission/reception or downloading will be described in
detail below.

The GPU 42b4, which is a part of a drawing means,
receives a graphics command (drawing command) from the
CPU 40, and generates game image data in accordance with
the command. Note that the CPU 40 gives the GPU 424 an
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image generating program required for generation of the
game image data in addition to the graphics command.

The VRAM 424 is connected to the GPU 425 as described
above, though not shown. The GPU 426 accesses the VRAM
42d to acquire data (image data: polygon data, texture data,
etc.) required for execution of the drawing command. Note
that the CPU 40 writes image data required for drawing, into
the VRAM 42d via the CPU 42b. The GPU 42b access the
VRAM 424 to generate game image data for drawing.

Note that it is assumed in the present embodiment that the
CPU 425 generates game image data. When any application
other than game applications is executed, the GPU 425
generates image data for the application.

The DSP 42¢, which functions as an audio processor,
generates audio data corresponding to sound, speech or
music which is to be output from the loudspeakers 34a,
using sound data sound waveform (tone color) data or the
like stored in the internal main memory 42e, the external
main memory 46 or the like.

The image data and audio data thus generated are read out
by the AV IC 56, and are then output via the AV connector
58 to the monitor 34 and the loudspeakers 34q, respectively.
Therefore, a game screen is displayed on the monitor 34
while sound (music) required for a game is output from the
loudspeakers 34a.

The flash memory 44, a wireless communication module
50, and a wireless controller module 52 as well as an
extension connector 60 and the external memory card con-
nector 62 are connected to the input/output processor 42a.
An antenna 50a is connected to the wireless communication
module 50. An antenna 524 is connected to the wireless
controller module 52.

The input/output processor 42a can communicate with
other game apparatuses or various servers connected to a
network via the wireless communication module 50. Note
that the input/output processor 42a can directly communi-
cate with other game apparatuses without via a network. The
input/output processor 42a regularly accesses the flash
memory 44 to detect the presence or absence of data
(transmission data) that needs to be transmitted to the
network. If there is the transmission data, the input/output
processor 42q transmits the transmission data via the wire-
less communication module 50 and the antenna 50a to the
network. The input/output processor 42a also receives data
(received data) transmitted from another game apparatus via
the network, the antenna 50a and the wireless communica-
tion module 50, and stores the received data into the flash
memory 44. Note that, in a certain case, the received data is
directly discarded. Moreover, the input/output processor 42a
receives data (downloaded data) downloaded from a down-
load server via the network, the antenna 50a and the wireless
communication module 50, and stores the downloaded data
into the flash memory 44.

The input/output processor 42a also receives input data
transmitted from the controller 22 or the load controller 36
via the antenna 52a and the wireless controller module 52,
and stores (temporarily stores) the input data into a buffer
area of the internal main memory 42¢ or the external main
memory 46. The input data is utilized in a game process
performed by the CPU 40 before being erased from the
buffer area.

Note that, in the present embodiment, as described above,
the wireless controller module 52 communicates with the
controller 22 and the load controller 36 in accordance with
the Bluetooth standard.

In FIG. 2, the controller 22 and the load controller 36 are
shown as a single unit for the sake of convenience.
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Also, the extension connector 60 and the external memory
card connector 62 are connected to the input/output proces-
sor 42a. The extension connector 60 is a connector for
interface, such as USB or SCSI. A medium (e.g., an external
storage medium, etc.) or a peripheral device (e.g., another
controller, etc.) can be connected to the extension connector
60. A wired LAN adapter can be connected to the extension
connector 60, so that a wired LAN can be used instead of the
wireless communication module 50. An external storage
medium, such as a memory card or the like, can be con-
nected to the external memory card connector 62. Therefore,
for example, the input/output processor 42a can access an
external storage medium via the extension connector 60 or
the external memory card connector 62 to save or read out
data.

As also shown in FIG. 1, the game apparatus 12 (housing
14) is provided with the power button 204, the reset button
205, and the eject button 20¢. The power button 20a is
connected to the system [.SI 42. When the power button 20a
is turned ON, power is supplied via the AC adapter (not
shown) to each component of the game apparatus 12, so that
the system LSI 42 is set to be in a normal conductive state
(hereinafter referred to as a “normal mode”). On the other
hand, when the power button 20q is turned OFF, power is
supplied only to some of the components of the game
apparatus 12, and the system LSI 42 is set to be in a mode
in which power consumption is suppressed to a minimum
level (hereinafter referred to as a “standby mode™). In the
present embodiment, in the standby mode, the system LSI
42 outputs an instruction to stop power supply to compo-
nents other than the input/output processor 42a, the flash
memory 44, the external main memory 46, the ROM/RTC
48, the wireless communication module 50, and the wireless
controller module 52. Therefore, in the standby mode, the
CPU 40 does not execute an application.

Although power is supplied to the system LSI 42 even in
the standby mode, a clock is not supplied to the GPU 4254,
the DSP 42¢ or the VRAM 42d so that they are not driven,
resulting in a decrease in power consumption.

Moreover, a fan for discharging heat of ICs, such as the
CPU 40, the system LSI 42 and the like, is provided in the
housing 14 of the game apparatus 12, though not shown. The
fan is also stopped in the standby mode.

Note that, when the standby mode is not desired, then if
the system LSI 42 is set so that the standby mode is not to
be used, power supply to all circuit components is com-
pletely stopped when the power button 20a is turned OFF.

The normal mode and the standby mode can be switched
by turning ON/OFF a power switch (one of the switches of
the input means 26) of the controller 22 or by a remote
operation. When the remote operation is not performed, the
system LSI 42 may be set so that power is not supplied to
the wireless controller module 52a in the standby mode.

The reset button 205 is also connected to the system LSI
42. When the reset button 2054 is pressed, the system [.SI 42
reboots the boot program of the game apparatus 12. The
eject button 20c¢ is connected to the disc drive 54. When the
eject button 20c¢ is pressed, the optical disc 18 is ejected from
the disc drive 54.

FIG. 3 is a perspective external view of the load controller
36 of FIG. 1. As shown in FIG. 3, the load controller 36
includes a platform 36a on which the user stands (the user
puts their foot or feet thereon), and at least four load sensors
364 (364a to 364d) for detecting a load on the platform 36a.
Note that each load sensor 364 is provided inside the
platform 36a (see FIG. 4) and is shown with a dashed line
in FIG. 3.
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The platform 36a is formed in the shape of substantially
a rectangular parallelepiped, and is in the shape of substan-
tially a rectangle as viewed from the top. For example, the
short side and the long side of the rectangle are set to about
30 cm and about 50 cm, respectively. The platform 364 has
a flat upper surface on which the user stands. The platform
36a has four corner side surfaces each partially sticking out
in a cylindrical shape.

In the platform 36a, the four load sensors 364 are
arranged at predetermined intervals. In the present embodi-
ment, the four load sensors 364 are arranged in a periphery
of the Platform 36a, specifically, at the respective four
corners. The intervals at which the load sensors 364 are
arranged are set to appropriate values which allow accurate
detection of what is intended by a game operation depending
on the way in which the user puts a load onto the platform
36a.

FIG. 4 shows a cross-sectional view of the load controller
36 taken along line VI-VI of FIG. 3 and an enlarged view of
a corner portion of the load controller 36 in which a load
sensor 364 is provided. As can be seen from FIG. 4, the
platform 36a includes a support plate 360 on which the user
stands, and legs 362. The legs 362 are provided at portions
where the load sensors 364 are arranged. In the present
embodiment, since the four load sensors 364 are arranged at
the four corners, the four legs 362 are also provided at the
four corners. Each leg 362 is formed by plastic molding in
the shape of substantially a cylinder with a base. The load
sensors 364 are ecach provided on a spherical part 362a
provided on the base of the corresponding leg 362. The
support plate 360 is supported by the legs 362 with the load
sensors 364 being interposed therebetween.

The support plate 360 includes an upper plate 360a
forming an upper surface and an upper side surface portion,
a lower plate 36056 forming a lower surface and a lower side
surface portion, and an intermediate plate 360c¢ provided
between the upper plate 3604 and the lower plate 36056. The
upper plate 360qa and the lower plate 3605 are formed by, for
example, plastic molding, and are integrated using an adhe-
sive or the like. The intermediate plate 360c¢ is, for example,
formed of a single metal plate by press forming. The
intermediate plate 360c¢ is fixed onto the four load sensors
364. The upper plate 360a has a grid-patterned rib (not
shown) on a lower surface thereof. The upper plate 360a is
supported by the intermediate plate 360c with the rib being
interposed therebetween. Therefore, when the user stands on
the platform 36a, the load is transferred to the support plate
360, the load sensors 364 and the legs 362. As indicated with
arrows in FIG. 4, reactions from a floor generated by the
input load are transferred from the legs 362 via the spherical
parts 362a, the load sensors 364 and the intermediate plate
360c¢ to the upper plate 360a.

Each load sensor 364 is, for example, a strain gauge
(strain sensor) load cell, which is a load transducer which
converts an input load to an electrical signal. In the load
sensor 364, a strain-generating body 365 is deformed,
depending on an input load, resulting in strain. The strain is
converted into a change of electrical resistance and is then
converted into a change of voltage by a strain sensor 366
attached to the strain-generating body. Therefore, the load
sensor 364 outputs a voltage signal indicating the input load,
from an output terminal thereof.

Note that the load sensor 364 may be of other types, such
as a tuning fork type, a string vibration type, an electrostatic
capacitance type, a piezoelectric type, a magnetostrictive
type, and a gyroscopic type.
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Referring back to FIG. 3, the load controller 36 further
includes a power button 36c. When the power button 36¢ is
turned ON, power is supplied to each circuit component (see
FIG. 5) of the load controller 36. Note that the load con-
troller 36 may be powered ON in accordance with an
instruction from the game apparatus 12. Also, the load
controller 36 is powered OFF if a state in which the user
does not stand on the load controller 36 continues for a
predetermined period of time (e.g., 30 sec) or more. Note
that, when the load controller 36 is in the active state, then
if the power button 36¢ is turned ON, the load controller 36
may be powered OFF.

FIG. 5 is a block diagram showing an exemplary electrical
configuration of the load controller 36. Note that signal and
communication flows are indicated by solid lines with an
arrow or arrows in FIG. 5. Dashed lines with an arrow or
arrows indicate supply of power.

The load controller 36 includes a microcomputer 100 for
controlling the operation of the load controller 36. The
microcomputer 100 includes a CPU, a ROM, a RAM and the
like (not shown). The CPU controls the operation of the load
controller 36 in accordance with a program stored in the
ROM.

The power button 36¢, an A/D converter 102, a DC-DC
converter 104, and a radio module 106 are connected to the
microcomputer 100. Moreover, an antenna 106a is con-
nected to the radio module 106. The four load sensors 364
are connected via respective amplifiers 108 to the A/D
converter 102.

The load controller 36 also accommodates a battery 110
for supplying power. In other embodiments, an AC adapter
may be connected to the load controller 36 instead of the
battery so that commercial power is supplied to the load
controller 36. In this case, a power supply circuit which
converts alternating current into direct current and decreases
and rectifies direct voltage needs to be provided instead of
the DC-DC converter. In the present embodiment, power is
supplied directly from the battery 110 to the microcomputer
100 and the radio module 106. In other words, power is
invariably supplied to a portion (CPU) of the components of
the microcomputer 100 and the radio module 106 so as to
determine whether or not the power button 36¢ has been
turned ON or whether or not a command to power ON
(detection of a load) has been transmitted from the game
apparatus 12. On the other hand, power is supplied to the
load sensors 364, the A/D converter 102 and the amplifiers
108 from the battery 110 via the DC-DC converter 104. The
DC-DC converter 104 converts the voltage value of the
direct current from the battery 110 to a different voltage
value, and supplies the resultant power to the load sensors
364, the A/D converter 102 and the amplifiers 108.

The supply of power to the load sensors 364, the A/D
converter 102 and the amplifiers 108 may be performed as
required by the microcomputer 100 controlling the DC-DC
converter 104. Specifically, the microcomputer 100, when
determining that it is necessary to operate the load sensors
364 to detect a load, may control the DC-DC converter 104
to supply power to the load sensors 364, the A/D converter
102 and the amplifiers 108.

When power is supplied to the load sensors 364, each load
sensor 364 outputs a signal indicating a load input thereto.
The signals are amplified by the respective amplifiers 108,
and are converted from analog signals into digital data by the
A/D converter 102. The digital data is input to the micro-
computer 100. A detected value of each load sensor 364 is
given identification information of the load sensor 364.
Therefore, each load sensor 364 can be identified from a
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corresponding detected value. Thus, the microcomputer 100
can acquire data indicating detected load values at the same
time of the four load sensors 364.

On the other hand, the microcomputer 100, when deter-
mining that it is not necessary to operate the load sensors
364 (i.e., it is not the timing of load detection), controls the
DC-DC converter 104 to stop the supply of power to the load
sensors 364, the A/D converter 102 and the amplifiers 108.
Thus, the load controller 36 can operate the load sensors 364
to detect a load only when it is required, whereby power
consumption for load detection can be suppressed.

The load detection is typically required when the game
apparatus 12 (FIG. 1) needs to acquire load data. For
example, the game apparatus 12, when requiring load infor-
mation, transmits a load acquisition command to the load
controller 36. The microcomputer 100, when receiving the
load acquisition command from the game apparatus 12,
controls the DC-DC converter 104 to supply power to the
load sensors 364 and the like so as to detect a load. On the
other hand, the microcomputer 100, when not receiving the
load acquisition command from the game apparatus 12,
controls the DC-DC converter 104 to stop supply of power.

Alternatively, the microcomputer 100 may determine that
load detection timing occurs at predetermined intervals and
control the DC-DC converter 104. When the load detection
is thus periodically performed, cycle information may be
initially supplied and stored from the game apparatus 12 into
the microcomputer 100 of the load controller 36 or may be
previously stored in the microcomputer 100, for example.

Data indicating detected values from the load sensors 364
is transmitted as operation data (input data) of the load
controller 36 from the microcomputer 100 via the radio
module 106 and an antenna 1065 to the game apparatus 12
(FIG. 1). For example, when receiving a command from the
game apparatus 12 and performing the load detection, then
if receiving detected value data of the load sensors 364 from
the A/D converter 102, the microcomputer 100 transmits the
detected value data to the game apparatus 12. Alternatively,
the microcomputer 100 may transmit detected value data to
the game apparatus 12 at predetermined intervals. If the
cycle of the transmission is longer than the cycle of the load
detection, data containing load values which are detected at
a plurality of detection timings until the next transmission
timing is transmitted.

Note that the radio module 106 can perform communi-
cation in accordance with the same wireless standard (Blu-
etooth (registered trademark), wireless LAN, etc.) as that of
the wireless controller module 52 of the game apparatus 12.
Therefore, the CPU 40 of the game apparatus 12 can
transmit the load acquisition command via the wireless
controller module 52 and the like to the load controller 36.
The microcomputer 100 of the load controller 36 can receive
the command via the radio module 106 and the antenna 106a
from the game apparatus 12, and transmit input data con-
taining a detected load value (or a calculated load value) of
each load sensor 364 to the game apparatus 12.

For example, in a game which is executed based on a
simple sum of four load values detected by the four load
sensors 364, the user is permitted to stand at any position
with respect to the four load sensors 364 of the load
controller 36, i.e., the user is permitted to stand on the
platform 364 at any position and in any orientation to play
a game. In some kinds of games, however, the direction of
a load value detected by each load sensor 364 as viewed
from the user needs to be identified, i.e., a positional
relationship between the four load sensors 364 of the load
controller 36 and the user needs to be recognized. In this
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case, for example, the positional relationship between the
four load sensors 364 and the user may be previously
defined, and the user may be supposed to stand on the
platform 36q in a manner which allows the predetermined
positional relationship. Typically, positional relationship in
which there are two load sensors 364 in front of, behind, to
the right of, and to the left of the user standing at a middle
of the platform 364, i.e., a positional relationship in which,
when the user stands at a middle of the platform 36a of the
load controller 36, there is a load sensor 364 in front right,
front left, rear right and rear left directions with respect to
the user as a center, is defined. In this case of the present
embodiment, the platform 36a of the load controller 36 is in
the shape of a rectangle as viewed from the top and the
power button 36¢ is provided at one side (long side) of the
rectangle. Therefore, it is previously ruled that the user
should stand on the platform 36a using the power button 36¢
as a guide in a manner which allows the long side at which
the power button 36¢ is provided to be located in a prede-
termined direction (front, rear, left or right). In this case, a
load value detected by each load sensor 364 is a load value
of a predetermined direction (front right, front left, rear
right, and rear left) as viewed from the user. Therefore, the
load controller 36 and the game apparatus 12 can find out a
direction to which each detected load value corresponds as
viewed from the user, based on the identification informa-
tion of the load sensors 364 contained in the detected load
value data and arrangement data indicating previously set
(stored) positions or directions of the load sensors 364 with
respect to the user. As a result, for example, it is possible to
recognize what is intended by a game operation input by the
user, such as forward, backward, rightward and leftward
operation directions and the like.

Note that the arrangement of the load sensors 364 with
respect to the user may not be previously defined, and may
be input and set by the user during initial setting or during
a game. For example, a screen may be displayed which
instructs the user to stand on a portion in a predetermined
direction (front left, front right, rear left, rear right, etc.) as
viewed from the user, and load values may be acquired, so
that a positional relationship between the load sensors 364
and the user can be specified, and therefore, arrangement
data may be generated and stored based on these settings.
Alternatively, a screen for selecting an arrangement of the
load controllers 36 may be displayed on the monitor 34 to
cause the user to select a direction in which a guide (the
power button 36¢) is located as viewed from the user by an
input using the controller 22. Arrangement data of the load
sensors 364 may be generated and stored based on the
selection.

[General Outline of Game Process|

Next, a general outline of a game process according to an
embodiment of the present invention will be described with
reference to FIGS. 6 and 7. FIG. 6 is a diagram showing an
appearance in which a player stands on the load controller 36
and plays a game according to the present embodiment. As
shown in FIG. 6, the player stands on the load controller 36
while facing the screen of the monitor 34. The load con-
troller 36 is placed such that the longitudinal direction
thereof is perpendicular to the direction toward the screen
(which is referred to as a crosswise placement).

In the present embodiment, a game in which the player
stands on the load controller 36 and performs a hip swing
action is assumed. Specifically, in a game according to the
present embodiment, the player performs the hip swing
action while solving a question displayed on the screen of
the monitor 34, and thereby answers the question. FIG. 7A

10

15

20

25

30

35

40

45

50

55

60

65

16

is a diagram showing an exemplary screen for the game
according to the present embodiment. As shown in FIG. 7A,
a player character 120, selection objects 121 to 123, and a
question display area 124 are displayed on the screen. The
player character 120 is a character to be operated by the
player, and acts in response to the hip swing action of the
player. The player character 120 stands in a game space
while facing the far side of the screen. That is, the back of
the player character 120 is displayed on the screen. There-
fore, for example, if the player swings his/her hip to the
right, an appearance in which the player character 120
swings its hip to the right of the screen is displayed. The
selection objects 121 to 123 are displayed around a position
at which the player character 120 is displayed. Specifically,
the selection object 121 is displayed to the left of the player
character 120, the selection object 122 is displayed to the
right of the player character 120, and the selection object
123 is displayed to the rear of the player character 120. The
selection objects 121 to 123 are objects to be selected by the
player, and a number is displayed on each selection object.
A question is displayed in the question display area 124, and
specifically a number is displayed therein. In the game
according to the present embodiment, the player selects two
or more of the selection objects 121 to 123 such that a sum
of the numbers displayed on the selected selection objects
121 to 123 equals the number displayed in the question
display area 124.

For example, in a question shown in FIG. 7A, the number
displayed in the question display area 124 is “5”. The
number displayed in the selection object 121 is “1”, the
number displayed in the selection object 122 is “4”, and the
number displayed in the selection object 123 is “3”. In such
a question, in order to make the sum of the numbers
displayed on the selection objects 121 to 123 equal the
number displayed in the question display area 124, the
player needs to select the selection object 121 and the
selection object 122. When the player selects the selection
object 121 and the selection object 122, it means that the
player gives a correct answer to the question.

The selection of the selection objects 121 to 123 is
performed by the player swinging his/her hip. FIG. 73 is a
diagram showing an appearance in which the player char-
acter 120 swings its hip to the left in response to an action
of the player swinging his/her hip to the left, and the
selection object 121 is selected. In FIG. 7B, an appearance
in which the player character 120 swings its hip to the left
is shown. In this case, the player, on the load controller 36,
performs an action of swinging his/her hip to the left. Then,
the appearance in which the player character 120 swings its
hip to the left is displayed on the screen, and the selection
object 121 located to the left of the player character 120 is
selected. As shown in FIG. 73, when the selection object 121
is selected, the object 121 is highlighted (the selection object
121 is displayed in a vibrating manner or the color of the
selection object 121 is changed) so that it can be easily
recognized that the object 121 is selected. Then, the player
performs an action of swinging his/her hip to the right so as
to select the selection object 122 in order to give the correct
answer to the question. Then, an appearance in which the
player character 120 swings its hip to the right is displayed
on the screen, and the selection object 122 located to the
right of the player character 120 is selected.

As described above, in the game according to the present
embodiment, the player selects the selection object dis-
played on the screen, by swinging his/her hip to the front,
rear, left, and right. The player selects the selection objects
so as to make the sum of the numbers displayed on the
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selected selection object equal the number displayed in the
question display area 124. When the answer given by the
player is correct, an indication that the answer is correct is
displayed, and a next question is presented. In the game
according to the present embodiment, a score is calculated
based on the number of questions to which the player has
given correct answers within a predetermined time limit. In
this manner, the player adds numbers in his/her head, and at
the same time performs the action of swinging his/her hip,
thereby enjoying the game in which the player can train the
brain while exercising.

Next, a method for a hip swing determination (determi-
nation of in which direction, front, rear, left, or right, the
player swings his/her hip) performed by the game apparatus
12 will be described. In the present embodiment, a first hip
swing determination and a second hip swing determination
are performed. The first hip swing determination is per-
formed based on a center-of-gravity position and a load
value of the player, which are detected by the load controller
36. The second hip swing determination is a hip swing
determination based on the center-of-gravity position. In the
following, a method for calculating the center-of-gravity
position of the player will be firstly described, and then the
first hip swing determination will be described.

The center-of-gravity position is a center-of-gravity posi-
tion of a load applied to the platform 36a of the load
controller 36, and is defined by load values detected by the
load sensors 364a to 364d of the load controller 36. The
center-of-gravity position is represented by coordinate val-
ues of an XY coordinate system corresponding to a position
on the platform 36a of the load controller 36. FIG. 8A is a
top view of the load controller 36. FIG. 8B is a diagram
showing the XY coordinate system corresponding to a
position on the platform 36a of the load controller 36. In
FIG. 8A, a region to the right of a center O' (in which the
load sensors 364a and 364b are contained) is a region on
which the player places his/her right foot. A region to the left
of'the center O' (in which the load sensors 364¢ and 364d are
contained) is a region on which the player places his/her left
foot. As shown in FIGS. 8A and 8B, a position on the
platform 36a of the load controller 36 corresponds to a
position in the XY coordinate system, and, for example, the
center O' of the platform 36a corresponds to the origin O of
the XY coordinate system.

Here, when a load value detected by the load sensor 364a
is defined as a, a load value detected by the load sensor 3645
is defined as b, a load value detected by the load sensor 364¢
is defined as ¢, and a load value detected by the load sensor
364d is defined as d, an X-coordinate value (XG) and a
Y-coordinate value (YG) of the center of gravity is calcu-
lated based on the following equations (1) and (2).

XG=((a+b-c-d)/reference weight)xm—initial X-coor-
dinate value

M

YG=((a+c-b-d)/reference weight)xn—initial Y-coordi-
nate value

@

Here, m and n are predetermined constants. The center-of-
gravity position (XG, YG) is calculated based on -1=XG=1
and -1=YGz=l1. The reference weight is the total value (that
is, the weight of the player) of the load values detected by
the respective load sensors 364 at the time when the player
motionlessly stands on the load controller 36. The reference
weight is measured when the game is started. The initial
X-coordinate value is a correction value for an X-axis
center-of-gravity position, and is an X-coordinate value of
the center of gravity detected when the player motionlessly
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stands on the load controller 36 at the time of start of the
game. Likewise, the initial Y-coordinate value is a correction
value for a Y-axis center-of-gravity position, and is a Y-co-
ordinate value of the center of gravity detected when the
player motionlessly stands on the load controller 36 at the
time of start of the game. When the player stands at a correct
position on the platform 364 with a correct posture (when
the player places his/her feet at predetermined positions on
the platform 36a across the center O' and stands still while
putting his/her weight on both the legs in a balanced manner)
the center-of-gravity position is located at the origin O of the
XY coordinate system. However, actually, it is difficult to
stand at the correct position with the correct posture, and
therefore, when the player stands on the platform 36a, a
detected center-of-gravity position is deviated from the
origin O. This deviation differs depending on a manner in
which the player stands on the platform 36a. Accordingly, a
deviation of the center-of-gravity position, due to the dif-
ference of the manner in which the player stands, is detected
when the game is started, and a center-of-gravity position
detected during the game is corrected. Thereby, an action of
the player can be accurately determined. The foregoing
equations for calculating the center-of-gravity position are
merely examples, and the center-of-gravity position may be
calculated by using other methods.

Next, the first hip swing determination will be described.
Firstly, a change of the center-of-gravity position and a
change of the load value, at the time when the player
performs the hip swing action, will be described. When the
player performs the hip swing action, the center-of-gravity
position changes. This is because, when the player swings
his/her hip, the weight moves in a direction in which the hip
is swung. On the other hand, when the player swings his/her
hip, the center-of-gravity position sometimes transiently
moves in a direction different from the direction intended by
the player. FIG. 9A is a diagram showing a change of the
center-of-gravity position at a time when the player swings
his/her hip to the right. FIG. 9A shows a shift from a
center-of-gravity position P1, which is obtained immedi-
ately after the player starts the hip swing action, to a
center-of-gravity position P21, which is obtained at the time
when the player completes the hip swing action. The center-
of-gravity position P2 is a center-of-gravity position
obtained when a predetermined time period (for example,
Yso sec; also referred to as a 1-frame time) elapses after the
center-of-gravity position P1 is detected. The center-of-
gravity position P3 is a center-of-gravity position obtained
when another 1-frame time elapses after the center-of-
gravity position P2 is detected. That is, in FIG. 9A, the
center-of-gravity position Pi (i is a positive integer from 1 to
21) indicates a center-of-gravity position obtained when an
i-frame time elapses immediately after the player starts the
hip swing action.

As shown in FIG. 9A, when the player swings his/her hip
to the right, the center of gravity transiently moves to the
left, and then the center of gravity moves to the right. The
reason therefor is as follows. That is, when the player tries
to swing his/her hip to the right, the weight transiently
moves to the left leg, as a reaction. Specifically, when the
player tries to apply a rightward force to his/her hip in order
to swing his/her hip to the right, a leftward force is applied
to his/her whole body due to the law of inertia. Thus, for
counteracting the leftward force, the player unconsciously
stands firmly on his/her left leg. Therefore, when the player
swings his/her hip to the right, the center of gravity tran-
siently moves to the left. Here, an unconscious action
involving the transient movement of the center of gravity is
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called a “preliminary action”. In the preliminary action, after
the player starts the rightward hip swing action, the center-
of-gravity position moves to the left, and then, in reversal,
the center-of-gravity position moves to the right. The pre-
liminary action is terminated, around the time when the
X-coordinate value of the center of gravity exceeds 0. That
is, in FIG. 9A, the preliminary action is started at the time
of the center-of-gravity position P1, and terminated at the
time around the center-of-gravity position 212. When the
preliminary action is terminated, the center-of-gravity posi-
tion moves in a direction (rightward) in which the player
swings his/her hip.

In the present embodiment, a change of the load value in
accordance with the hip swing action of the player is
detected, in order to eliminate a detection of the hip swing
action in the direction opposite to the direction intended by
the player, which is due to the preliminary action, and to
accurately detect the hip swing action intended by the player.
When the player performs the hip swing action, a load value
detected by the load controller 36 (the total value of load
values detected by the respective load sensors 364) changes.
FIG. 9B is a diagram showing a change of a load value
detected by the load controller 36 at the time when the player
swings his/her nip to the right. In FIG. 9B, the vertical axis
represents a weight ratio (a value obtained by dividing a
detected load value by the reference weight), and the hori-
zontal axis represents a time (frame time) having elapsed
since the time when the player starts the hip swing action. In
FIG. 9B, each point Wi (i is a positive integer from 1 to 21)
indicates a load value (the total value of load values detected
by the respective load sensors 364) at the time of detection
of the center-of-gravity position Pi shown in FIG. 9A.

As shown in FIG. 93, during a period from when the
player starts the rightward hip swing action to when the
preliminary action is terminated (from the time of W1 to the
time of W12), the load value gradually increases, shows the
local maximum value (W7) in the middle, and then
decreases. At the time when the preliminary action is ter-
minated (at the time of W12), the load value shows the local
minimum value (minimum value). Then, the load value
increases again (from W12 to W20). The cause of this
change of the load value is as follows.

As described above, when the player tries to swing his/her
hip to the right, the weight transiently moves to his/her left
leg, as a reaction (P1 to P7 in FIG. 9A, and W1 to W7 in
FIG. 9B). When, along with this weight movement, the
player stands firmly supporting the weight on his/her left leg,
a force directed vertically downward is applied to the load
controller 36. Accordingly, during a period in which the
center-of-gravity position moves to the left in the prelimi-
nary action (a period from P1 to P7), the load value detected
by the load controller 36 is greater than the weight of the
player (from W1 to W7). After the player stands firmly
supporting the weight on his/her left leg, a force directed
vertically upward is applied to the leg (more specifically, the
left leg) of the player, as a reaction. This force directed
vertically upward causes acceleration directed vertically
upward to act on the body of the player, and therefore the
load value detected by the load controller 36 decreases (from
W7 to W12). Then, when the preliminary action is termi-
nated, the hip of the player starts to move to the right of the
center O' of the platform 36a, due to the force applied by the
player in order to swing his/her hip to the right. When the hip
of the player moves to the right, the center-of-gravity
position moves to the right of the origin O (P12 and the
subsequent points). Thus, the weight of the player is
imposed on the right leg, and the player stands strongly
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firmly supporting the weight on his/her right leg, for main-
taining a balance. In accordance with the force caused by
standing strongly firmly, a force directed vertically down-
ward is applied to the load controller 36, and the load value
detected by the load controller 36 increases (from W12 to
W20). A rate of increase of the load value at this time is
larger than a rate of increase of the load in the preliminary
action. This is because the player consciously moves the
weight in a hip swing direction (to the right) while, in the
preliminary action, the player unconsciously applies a force
to his/her left leg to support the weight moving to the left.
When the player consciously moves the weight, the player
stands more firmly on his/her right leg in order to maintain
a balance.

As described above, when the player performs the hip
swing action, the center-of-gravity position and the load
value change. In the present embodiment, in which direction
the player swings his/her hip is determined based on a
change of the center-of-gravity position and a change of the
load value. Specifically, whether or not the amount of
change of the load value within a predetermined time period
(predetermined frame time) is equal to or greater than a
predetermined threshold value is determined (a load deter-
mination is performed). A direction in which the center-of-
gravity position moves, which is obtained at the time when
the amount of change is equal to or greater than the threshold
value, is defined as the direction in which the player swings
his/her hip. For example, when the change of the load value
shown in FIG. 95 is detected, the amount of change of the
load value in a period from the 1-frame time to the 7-frame
time (from W1 to W7) is smaller than the threshold value,
and thus a result of the load determination is negative.
Accordingly, a direction in which the center-of-gravity posi-
tion moves during this period is not used for the hip swing
determination (in this period, it is not determined that the
player swings his/her hip). On the other hand, the amount of
change in a period from the 13-frame time to the 20-frame
time (from W13 to W20) is equal to or greater than the
threshold value, and thus the result of the load determination
is affirmative. Accordingly, a direction in which the center-
of-gravity position detected during this period moves is
calculated as the direction in which the player swings his/her
hip (it is determined that the player swings his/her hip in the
direction in which the center-of-gravity position moves
during this period).

FIG. 10 is a diagram showing a method for calculating a
direction in which the player swings his/her hip, based on a
direction in which the center-of-gravity position moves. In
FIG. 10, a point Pi indicates the center-of-gravity position at
an i-frame time, and a point Pi+1 indicates the center-of-
gravity position at an i+1-frame time. As shown in FIG. 10,
the direction in which the center-of-gravity position moves
at the i-frame time is defined based on a vector V of which
the start point is the center-of-gravity position Pi and the end
point is the center-of-gravity position Pi+1. Specifically, the
direction in which the center-of-gravity position moves is
calculated based on an angle 6 formed between the vector V
and the Y-axis. For example, when the angle 0 is in the range
of =30 to 30 degrees, the direction in which the center-of-
gravity position moves is defined to be “front”, and when the
angle 0 is in the range of 30 to 150 degrees, the direction in
which the center-of-gravity position moves is defined to be
“right”. When the angle 0 is in the range of -150 to -30
degrees, the direction in which the center-of-gravity position
moves is defined to be “left”, and when the angle 0 is in the
range of =180 to —150 degrees or in the range of 150 to 180
degrees, the direction in which the center-of-gravity position
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moves is defined to be “rear”. Thus, the calculated direction
in which the center-of-gravity position moves is defined as
the direction in which the player swings his/her hip.

Next, the second hip swing determination (a hip swing
determination based on the center-of-gravity position) will
be described. When the player swings his/her hip in a
relatively slow manner, the result of the load determination
described above is always negative even though the player
swings his/her hip. Thus, the result of the first hip swing
determination is always negative. That is, when the player
swings his/her hip in a relatively slow manner, a change of
the load value is small. This is because, when the player
swings his/her hip in a relatively slow manner, the above-
described change of the center-of-gravity position does not
rapidly occur and the player can maintain a balance even
though the player does not stand firm. For example, in
accordance with the player slowly swinging his/her hip to
the right, the center-of-gravity position (weight) of the
player also slowly moves to the right. When the center-of-
gravity position moves to the right, the player places more
of the weight on his/her right leg in order to maintain a
balance along with the movement. When the center-of-
gravity position moves at a slow speed, the player slowly
moves the weight to his/her right leg. Thus, the player does
not stand strongly firm on his/her right leg as described
above, and the load controller 36 does not receive a large
load. That is, when the player slowly swings his/her hip to
the right, load values detected by the load sensors 364a and
364b increase but load values detected by the load sensors
364c and 364d decrease by the amount equal to the amount
of the increase. As a result, the total of the load values
detected by the respective load sensors 364a to 364d
changes little.

Accordingly, in the present embodiment, even when the
result of the load determination is negative, the game
apparatus determines that the player swings his/her hip if the
center-of-gravity position is at a predetermined position,
which is the second hip swing determination. Specifically, in
the present embodiment, the direction in which the player
swings his/her hip is firstly determined based on the detected
center-of-gravity position. FIG. 11 is a diagram showing a
swing direction based on the center-of-gravity position. As
shown in FIG. 11, regions 131, 132, 133, and 134 are preset
in the XY coordinate system (on the platform 36a). In
addition, regions 141, 142, 143, and 144 are set in diagonal
directions of the XY coordinate system. When the center-
of-gravity position is in the regions 131, 132, 133, and 134,
the direction in which the player swings his/her hip is
defined to be “front™, “right”, “rear”, and “left”, respectively.
Hereinafter, the regions 131, 132, 133, and 134 are called a
front region, a right region, a rear region, and a left region,
respectively.

Thus, when the amount by which the detected center-of-
gravity position moves from the origin O is equal to or
greater than a predetermined threshold value, it is deter-
mined that the player swings his/her hip in a hip swing
direction defined in the above-described manner. Specifi-
cally, when the center-of-gravity position exists in any of the
regions 131 to 134, and if the absolute value of a coordinate
value of the center of gravity is equal to or larger than the
predetermined threshold value, it is determined that the
player swings his/her hip in the direction indicated by the
region where the center-of-gravity position exists. For
example, when the center-of-gravity position exists in the
region 131, and if the Y coordinate value of the center of
gravity is equal to or greater than the predetermined thresh-
old value (e.g., 0.7), it is determined that the player swings
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his/her hip to the front. Also, when the center-of-gravity
position exists in the region 132, and if the X coordinate
value of the center of gravity is equal to or greater than the
predetermined threshold value (e.g., 0.6), it is determined
that the player swings his/her hip to the right. In the same
manner, when the center-of-gravity position exists in the
region 133, and if the Y coordinate value of the center of
gravity is equal to or less than the predetermined threshold
value (e.g., =0.7), it is determined that the player swings
his/her hip to the rear. Also, when the center-of-gravity
position exists in the region 134, and if the X coordinate
value of the center of gravity is equal to or less than the
predetermined threshold value (e.g., —=0.6), it is determined
that the player swings his/her hip to the left.

On the other hand, the regions 141 to 144 are provided on
the platform 36a. As shown in FIG. 11, each of the regions
141 to 144 is a region surrounded by an outer edge of the
platform 36a and two straight lines extending diagonally
from the center O' on the platform 36a, and the regions 141
to 144 are preset. When the detected center-of-gravity
position exists in any of the regions 141 to 144, the hip
swing direction of the player is not defined, and it is
determined that the player does not swing his/her hip. This
is because, when the center-of-gravity position exists in any
of these regions, the hip swing direction of the player cannot
be clearly defined. For example, when the center-of-gravity
position exists between the regions 131 and 132, then if the
region 141 for which the hip swing determination is not
performed does not exist, the hip swing direction changes in
accordance with a change of the center-of-gravity position
which is caused by a slight movement of the player. That is,
if the region 141 does not exist, a result of a determination
of the hip swing direction is switched between the front and
the right by a slight movement of the player. Accordingly,
such switching can be prevented by the regions 141 to 144
being provided at the boundaries between the regions 131 to
134.

A region for which it is not determined that the player
swings his/her hip is called an “invalid region”. That is, the
invalid region is a region including the above-described
regions 141 to 144, or a region (a rectangular region
centered at the origin O, and having a long side of 1.4 and
a short side of 1.2) in which the absolute value of an
X-coordinate value and the absolute value of a Y-coordinate
value are less than predetermined threshold values, respec-
tively. On the other hand, in the regions 131 to 134, a region
for which it is determined that the player swings his/her hip
is called a “valid region”. To be specific, an overlap region
where the region 131 overlaps a region (a region on and
above the straight line of Y=0.7) in which the Y-coordinate
value is equal to or greater than the predetermined threshold
value (0.7) is called a “front valid region”, and an overlap
region where the region 133 overlaps a region (a region on
and below the straight line of Y=-0.7) in which the Y-co-
ordinate value is equal to or less than the predetermined
threshold value (=0.7) is called a “rear valid region”. In the
same manner, an overlap region where the region 132
overlaps a region (a region on and to the right of the straight
line of X=0.6) in which the X-coordinate value is equal to
or greater than the predetermined threshold value (0.6) is
called a “right valid region”, and an overlap region where
the region 134 overlaps a region (a region on and to the left
of the straight line of X=-0.6) in which the X-coordinate
value is less than the predetermined threshold value (-0.6)
is called a “left valid region”.
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[Details of Game Process]

Next, details of the game process performed by the game
apparatus 12 will be described with reference to FIGS. 12 to
16. Firstly, main data used in processing by the game
apparatus 12 will be described with reference to FIG. 12.
FIG. 12 is a diagram showing main data stored in the main
memory (the external main memory 46 or the internal main
memory 42¢) of the game apparatus 12.

As shown in FIG. 12, load value data 502, center-of-
gravity position data 504, swing direction data 506, center-
of-gravity movement flag data 508, load increase flag data
510, and immediately preceding swing direction data 512
are stored in a data storage area 500 of the main memory of
the game apparatus 12. In the main memory, not only the
data shown in FIG. 12 but also data required for the game
process, such as image data of various objects (the player
object 120, the selection objects 121 to 123, and an object
indicating the question display area 124) appearing in the
game, data indicating various parameters for the objects, and
the like, are stored. In addition, a game program for the
execution of the game process is stored in a program area of
the main memory. Moreover, since operation data (data
indicating load values detected by the respective load sen-
sors 364a to 3644) is transmitted from the load controller 36
to the game apparatus 12, every Y200 seconds for example,
the game apparatus 12 (CPU 40) temporarily stores the
operation data in the buffer area provided in the main
memory.

The load value data 502 is a collection of data each
indicating a load value detected by the load controller 36.
That is, the load value data 502 is a collection of data
indicating the total value of load values detected by the
respective load sensors 364a to 364d of the load controller
36. Specifically, the load value data 502 is an array, and data
indicating the aforesaid total load value is stored in each
element of the array in chronological order.

The center-of-gravity position data 504 is a collection of
data each indicating the center-of-gravity position which is
calculated in accordance with the aforesaid equations (1)
and (2) based on the load values detected by the respective
load sensors 364a to 3644. Specifically, the center-of-gravity
position data 504 is an array, and data indicating the center-
of-gravity position is stored in each element of the array in
chronological order.

The swing direction data 506 is data indicating a direction
in which the player swings his/her hip, and is data for storing
a result of the determination of the hip swing direction. The
swing direction data 506 is represented by, for example, a
numerical value from 1 to 4.

The center-of-gravity movement flag data 508 indicates a
value of a center-of-gravity movement flag. The center-of-
gravity movement flag indicates whether or not a movement
of the center of gravity satisfies a predetermined condition.

The load increase flag data 510 indicates a value of a load
increase flag. The load increase flag indicates whether or not
the load value detected by the load controller 36 tends to
increase.

The immediately preceding swing direction data 512 is
data indicating the hip swing direction of the player, which
is determined in the immediately preceding hip swing deter-
mination. In the game according to the present embodiment,
the hip swing determination is repeatedly performed, and
therefore a value (e.g., a value from 1 to 4) indicating the hip
swing direction determined in the immediately preceding
hip swing determination is stored in the immediately pre-
ceding swing direction data 512. In addition, a value (e.g.,
0) indicating that the immediately preceding hip swing
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direction is cleared may sometimes be stored in the imme-
diately preceding swing direction data 512.

Next, the game process performed by the game apparatus
12 will be described with reference to FIG. 13. FIG. 13 is a
main flow chart showing a sequence of the game process
performed by the game apparatus 12. When the game
apparatus 12 is powered on, the CPU 40 of the game
apparatus 12 executes a boot program stored in the ROM/
RTC 48 to initialize each unit such as the external main
memory 46. Then, the game program stored in the optical
disc 18 is loaded to the main memory, and the CPU 40 starts
executing the game program. Then, the CPU 40 performs an
initial setting. In the initial setting, the CPU 40 causes a
character string prompting the player to stand on the load
controller 36 to be displayed on the monitor 34, and calcu-
lates the reference weight of the player, and the correction
value (the initial X-coordinate value and the initial Y-coor-
dinate value in the aforesaid equations (1) and (2)) for the
center-of-gravity position. Moreover, in the initial setting,
the player object 120, the selection objects 121 to 123, and
the like, are arranged in the game space. The flow chart of
FIG. 13 shows the game process performed after the above-
described processing is completed. In FIG. 13, game pro-
cesses which are not directly relevant to the present inven-
tion will not be described. A loop of processes at steps S1 to
S10 shown in FIG. 13 is repeatedly performed once in each
frame (for example, Y60 sec; the aforesaid frame time).

Firstly, at step S1, the CPU 40 determines whether or not
it has been already determined that the hip is swung. Here,
whether or not it has been determined that the hip is swung
based on the processes at steps S2 to S8, which will be
described later, is determined. When it is determined that the
hip has been swung, a process subsequent to the hip swing
determination is performed at step S9 which will be
described later. That is, when the hip swing determination
has been already performed, an appearance in which the
player character 120 swings its hip is displayed or a result of
a determination of whether or not a correct answer to a
question is presented is displayed, at step S9. When the
process at step S9 subsequent to the hip swing determination
is completed, the result of the determination at step S1
becomes negative, and the processes at steps S2 to S8 are
re-executed (a new hip swing determination is performed).
Specifically, at step S1, the CPU 40 refers to a hip swing
determination flag (S8 which will be described later) stored
in the main memory, and determines whether or not the hip
swing determination flag is ON. When a result of the
determination is negative, the CPU 40 then executes the
process at step S2 in order to perform a hip swing determi-
nation. When the result of the determination is affirmative,
the CPU 40 then executes the process at step S9.

At step S2, the CPU 40 calculates a load value and a
center-of-gravity position based on a value detected by the
load controller 36. Specifically, the CPU 40 refers to the
buffer area of the main memory, and calculates the total
value of load values detected by the respective load sensors
364a to 3644. Then, the CPU 40 stores, in the main memory,
the calculated total value (the load value detected by the load
controller 36) as the load value data 502. In addition, the
CPU 40 substitutes the load values detected by the respec-
tive load sensors 364a to 3644 into the aforesaid equations
(1) and (2), to thereby calculate the center-of-gravity posi-
tion. Then, the CPU 40 stores, in the main memory, the
calculated center-of-gravity position as the center-of-gravity
position data 504. Then, the CPU 40 executes the process at
step S3.
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At step S3, the CPU 40 executes a center-of-gravity
movement determination process. The processes at steps S3
and S4 are processes concerning the above-described first
hip swing determination. The process at step S3 is a (deter-
mination of whether or not a movement of the center-of-
gravity position satisfies a predetermined condition. The
center-of-gravity movement determination process at step
S3 will be described in detail with reference to FIG. 14. FIG.
14 is a flow chart showing a detail of the center-of-gravity
movement determination process (S3).

Firstly, at step S11, the CPU 40 sets the center-of-gravity
movement flag to OFF. Specifically, the CPU 40 sets the
center-of-gravity movement flag to OFF, and stores, in the
main memory, the flag as the center-of-gravity movement
flag data 508. Then, the CPU 40 executes the process at step
S12.

At step S12, the CPU 40 calculates a direction in which
the center-of-gravity position moves. Specifically, the CPU
40 refers to the center-of-gravity position data 504, and
acquires the most recent center-of-gravity position and the
immediately preceding center-of-gravity position. The most
recent center-of-gravity position means the center-of-gravity
position calculated at step S2 in the current loop of pro-
cesses. The immediately preceding center-of-gravity posi-
tion means the center-of-gravity position calculated at step
S2 in the immediately preceding loop of processes. Then, the
CPU 40 calculates a vector V (see FIG. 10) extending from
the acquired immediately preceding center-of-gravity posi-
tion to the acquired most recent center-of-gravity position.
Thus, the CPU 40 calculates an angle 6 formed between the
calculated vector V and a unit vector in the Y-axis positive
direction. The CPU 40 calculates a direction in which the
center-of-gravity position moves, in accordance with a value
of the calculated angle 6. That is, as described above, the
CPU 40 determines that the direction is any one of the
directions of “front”, “right”, “rear”, and “left”, in accor-
dance with the value of the angle 6. Subsequently, the CPU
40 executes the process at step S13.

At step S13, the CPU 40 sets, as a “swing direction”, the
direction in which the center-of-gravity position moves
which has been calculated at step S12. For example, when
the direction in which the center-of-gravity position moves
which has been calculated at step 312 is “front”, the CPU 40
sets a value (e.g., 1) indicating the front, in the swing
direction data 506, and stores the swing direction data 506
in the main memory. Then, the CPU 40 executes the process
at step S14.

At step S14, the CPU 40 determines whether or not the
value representing the center-of-gravity position is equal to
or greater than a threshold value. In the process at step S14,
whether or not the current (most recent) center-of-gravity
position is at a predetermined distance or more from the
origin O is determined. When the current center-of-gravity
position exists in a predetermined region centered at the
origin O, it is not determined that the player swings his/her
hip. Specifically, the CPU 40 refers to the center-of-gravity
position data 504, and acquires the current center-of-gravity
position. When the direction in which the center-of-gravity
position moves which has been calculated at step S12 is
“right” or “left”, the CPU 40 determines whether or not the
absolute value of an X-coordinate value of the acquired
center-of-gravity position is equal to or greater than a
predetermined threshold value (e.g., 0.2). When the direc-
tion in which the center-of-gravity position moves which has
been calculated at step S12 is “front” or “rear”, the CPU 40
determines whether or not the absolute value of a Y-coor-
dinate value of the acquired center of gravity is equal to or
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greater than a predetermined threshold value (e.g., 0.4).
When a result of the determination is affirmative, then the
CPU 40 executes the process at step S15. On the other hand,
when the result of the determination is negative, the CPU 40
terminates the center-of-gravity movement determination
process shown in FIG. 14.

At step S15, the CPU 40 determines whether or not a
speed at which the center-of-gravity position moves is equal
to or higher than a predetermined value. Specifically, the
CPU 40: refers to the center-of-gravity position data 504;
calculates a current speed (a scalar) at which the center-of-
gravity position moves; and determines whether or not the
magnitude of the speed of movement thus calculated is equal
to or greater than a predetermined value. More specifically,
the CPU 40 refers to the center-of-gravity position data 504,
and calculates the distance between the most recent center-
of-gravity position and the immediately preceding center-
of-gravity position. Subsequently, the CPU 40 divides the
calculated distance by the frame time (e.g., Yo sec), to
thereby calculate a current speed at which the center-of-
gravity position moves. Then, the CPU 40 determines
whether or not the magnitude of the speed of movement thus
calculated is equal to or greater than a predetermined value.
The foregoing predetermined value may be different
between when the direction in which the center-of-gravity
position moves is a longitudinal direction (“front” or “rear”)
and when the direction in which the center-of-gravity posi-
tion moves is a lateral direction (“right” or “left”). For
example, the threshold value used when the direction in
which the center-of-gravity position moves is rear may be
maximum, and the threshold value used when the direction
in which the center-of-gravity position moves is front may
be minimum. In general, it is easier for the player to swing
his/her hip to the rear than to the front. In addition, it is easier
for the player to swing his/her hip to the left or right than to
the front. Accordingly, the threshold value may be set high
with respect to the direction in which the player easily
swings his/her hip, and may be set low with respect to the
direction in which the player does not easily swing his/her
hip. When a result of the determination is affirmative, the
CPU 40 then executes the process at step S16. On the other
hand, when the result of the determination is negative, the
CPU 40 terminates the center-of-gravity movement deter-
mination process shown in FIG. 14.

At step S16, the CPU 40 sets the center-of-gravity move-
ment flag to ON. Specifically, the CPU 40 sets the center-
of-gravity movement flag to ON, and stores, in the main
memory, the flag as the center-of-gravity movement flag
data 508. Subsequently, the CPU 40 terminates the center-
of-gravity movement determination process shown in FIG.
14.

As described above, at step S14, whether or not the value
representing the center-of-gravity position is equal to or
greater than the threshold value is determined, and at step
S15, whether or not the speed at which the center-of-gravity
position moves is equal to or higher than the predetermined
value is determined. Thereby, the first hip swing determi-
nation can be performed with an increased accuracy. That is,
for example, when the player consciously swings his/her hip
to the right, the center-of-gravity position moves to the right
so as to be located to the right of the origin O by a
predetermined distance or more. Moreover, when the player
consciously swings his/her hip to the right, the center-of-
gravity position moves to the right, and the speed of move-
ment at that time becomes equal to or higher than the
predetermined value. Conversely, even when the player does
not consciously swing his/her hip and stays upright, the
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center-of-gravity position always changes near the origin O.
Therefore, by setting the threshold values for the value
representing the center-of-gravity position and for the speed
at which the center-of-gravity position moves, the hip swing
action performed consciously by the player can be deter-
mined with an increased accuracy.

Returning to FIG. 13, the CPU 40 then executes the
process at step S4. At step S4, the CPU 40 executes a load
value change determination process. The process at step S4
is a determination of whether or not the load value detected
by the load controller 36 increases. The load value change
determination process at step S4 will be described in detail
with reference to FIG. 15. FIG. 15 is a flow chart showing
a detail of the load value change determination process (S4).

Atstep S21, the CPU 40 sets the load increase flag to OFF.
Specifically, the CPU 40 sets the load increase flag to OFF,
and stores, in the main memory, the flag as the load increase
flag data 510. Then, the CPU 40 executes the process at step
S22.

At step S22, the CPU 40 determines whether or not the
amount of increase of the load value is equal to or greater
than a threshold value. In the process at step S22, whether
or not the load value detected by the load controller 36 tends
to increase and in addition a rate of the increase is equal to
or higher than a predetermined rate is determined. Specifi-
cally, the CPU 40 refers to the load value data 502, and
acquires the most recent load value and the load value of a
predetermined frame time ago (e.g., the 4-frame time ago).
Then, the CPU 40 determines whether or not a value
obtained by subtracting the load value of the predetermined
frame time ago from the most recent load value is equal to
or greater than a predetermined threshold value. When a
result of the determination is affirmative, the CPU 40 then
executes the process at step S23. On the other hand, when
the result of the determination is negative, the CPU 40
terminates the load value change determination process
shown in FIG. 15.

At step S23, the CPU 40 sets the load increase flag to ON.
Since it is determined at step S22 that the load value
increases at the predetermined rate or higher, the load
increase flag indicating that the load value tends to increase
is set to ON at step S23. Specifically, the CPU 40 sets the
load increase flag to ON, and stores, in the main memory, the
flag as the load increase flag data 510. Subsequently, the
CPU 40 terminates the load value change determination
process shown in FIG. 15.

Returning to FIG. 13, the CPU 40 then executes the
process at step S5. At step S5, the CPU 40 executes a hip
swing determination process based on the center-of-gravity
position. The process at step S5 includes a determination of
a direction in which the player swings his/her hip and a
determination of whether or not the player swings his/her
hip, which are performed based only on the current center-
of-gravity position. The process at step S5 is the above-
described second hip swing determination process. The hip
swing determination process based on the center-of-gravity
position at step S5 will be described in detail with reference
to FIG. 16. FIG. 16 is a flow chart showing a detail of the
hip swing determination process (S5) based on the center-
of-gravity position.

At step S31, the CPU 40 determines whether or not the
current center-of-gravity position exists in any of the regions
131 to 134. Specifically, the CPU 40 refers to the center-
of-gravity position data 504, and acquires the most recent
center-of-gravity position. Then, the CPU 40 determines
whether or not the acquired center-of-gravity position exists
in any of the regions 131 to 134 shown in FIG. 11. When a
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result of the determination is affirmative, the CPU 40 then
executes the process at step S32. When the result of the
determination is negative, the CPU 40 then executes the
process at step S36.

At step S32, the CPU 40 determines a hip swing direction
based on the region where the center-of-gravity position
exists. Specifically, the CPU 40 refers to the center-of-
gravity position data 504, and acquires the most recent
center-of-gravity position. The CPU 40 determines which of
the regions 131 to 134 shown in FIG. 11 the acquired most
recent center-of-gravity position exists in. For example,
when the acquired most recent center-of-gravity position
exists in the region 131 (front region), the CPU 40 deter-
mines that the hip swing direction is “front”. Also, when the
acquired most recent center-of-gravity position exists in the
region 132 (right region), the CPU 40 determines that the hip
swing direction is “right”. In the same manner, when the
acquired most recent center-of-gravity position exists in the
region 133 (rear region), the CPU 40 determines that the hip
swing direction is “rear”. Also, when the acquired most
recent center-of-gravity position exists in the region 134
(left region), the CPU 40 determines that the hip swing
direction is “left”. Then, the CPU 40 stores, in the main
memory, the hip swing direction thus determined, as the
swing direction data 506.

At step S33, the CPU 40 determines whether or not the
value representing the center-of-gravity position is equal to
or greater than a threshold value. The process at step S33 is
similar to the process at step S14, but different therefrom in
terms of the threshold value. Specifically, the CPU 40 refers
to the center-of-gravity position data 504, and acquires the
current (most recent) center-of-gravity position. When the
hip swing direction determined at step S32 is the lateral
direction (“right” or “left”), the CPU 40 determines whether
or not the absolute value of the X-coordinate value of the
acquired center-of-gravity position is equal to or greater than
a predetermined threshold value (e.g., 0.6). When the hip
swine direction determined at step S32 is the longitudinal
direction (“front” or “rear”), the CPU 40 determines whether
or not the absolute value of the Y-coordinate value of the
acquired center-of-gravity position is equal to or greater than
a predetermined threshold value (e.g., 0.7). When a result of
the determination is affirmative, the CPU 40 then executes
the process at step S34. On the other hand, when the result
of the determination is negative, the CPU 40 executes the
process at step S36.

At step S34, the CPU 40 determines whether or not the
swing direction determined in the current hip swing deter-
mination is different from the swing direction determined in
the immediately preceding hip swing determination. This is
a process for preventing the performance of successive
determinations that the hip is swung in the same direction.
For example, when it is determined that the swing direction
is right in the immediately preceding hip swing determina-
tion, then if the center-of-gravity position exists in the right
region (region 132) during a period from the immediately
preceding hip swing determination to the current hip swing
determination, it is not determined that the hip is swung.
That is, when the player keeps the weight to the right until
the current hip swing determination after the player swings
his/her hip to the right in the immediately preceding hip
swing action (an action of swinging the hip in order to select
the selection object), it is not determined that the hip is
swung, because the player does not consciously swing
his/her hip. This can prevent the hip swing determination
from being performed based on a hip swing unintentionally
made by the player. Specifically, at step S34, the CPU 40
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refers to the swing direction data 506 and the immediately
preceding swing direction data 512, and determines whether
or not the current swing direction is different from the
immediately preceding swing direction. When a result of the
determination is affirmative, the CPU 40 then executes the
process at step S35. When the result of the determination is
negative, the CPU 40 then executes the process at step S37.

At step S35, the CPU 40 determines that the hip is swung,
based on the center-of-gravity position. Specifically, the
CPU 40 stores, in the main memory, data indicating that it
is determined that the hip is swung based on the center-of-
gravity position. After step S35, the CPU 40 terminates the
hip swing determination process based on the center-of-
gravity position.

On the other hand, at step S36, the CPU 40 clears the
immediately preceding swing direction data 512. Here, it is
a process of setting the swing direction determined in the
immediately preceding hip swing determination, to a direc-
tion different from any of the aforesaid four directions (front,
rear, right, and left). As described above, at step S34,
whether or not the swing direction determined in the imme-
diately preceding determination is different from the current
swing direction is determined, and, only when the current
swing direction is different from the immediately preceding
swing direction, it is determined that the hip is swung (step
S35). However, when the player consciously swings his/her
hip in the same direction in both the immediately preceding
determination and the current determination, it is necessary
to determine that the hip is swung, in the current hip swing
determination. In a case where the center-of-gravity position
moves to a position represented by a value less than the
threshold value shown at step S33, it is assumed that the
player is returning his/her hip to the original position during
the period from the immediately preceding hip swing deter-
mination to the current hip swing determination. For
example, in a case where the player swings his/her hip to the
right for a second consecutive time, the player swings
his/her hip to the right (a first hip swing action), returns the
hip, and then swings his/her hip to the right again (a second
hip swing action). In this case, in the first hip swing action,
the center-of-gravity position moves to the right region
(region 132), and then moves to near the origin O. Further-
more, in the second hip swing action as well, the center-of-
gravity position moves to the right region, and then moves
to near the origin O. That is, when the player swings his/her
hip in the same direction for a second consecutive time, the
center-of-gravity position passes a position near the origin O
during a period from the first hip swing action to the second
hip swing action. Accordingly, by clearing the immediately
preceding swing direction data, it can be determined, at step
S34, that the player consciously swings his/her hip in the
same direction in succession.

Specifically, at step S36, the CPU 40 stores, in the main
memory, a value (e.g., 0) indicating a direction different
from any of the aforesaid four directions, as the immediately
preceding swing direction data 512. Subsequently, the CPU
40 executes the process at step S37.

At step S37, the CPU 40 determines that the hip is not
swung based on the center-of-gravity position. Specifically,
the CPU 40 stores, in the main memory, data indicating that
it is determined that the hip is not swung based on the
center-of-gravity position. After step S37, the CPU 40
terminates the hip swing determination process based on the
center-of-gravity position.

As described above, at step S33, whether or not the value
representing the center-of-gravity position equal to or
greater than the threshold value is determined, and, only
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when the result of the determination is affirmative, it is
determined that the hip is swung based on the center-of-
gravity position. That is, only when the center-of-gravity
position exists in the aforesaid valid region (the front valid
region, the rear valid region, the right valid region, and the
left valid region), it is determined that the hip is swung based
on the center-of-gravity position. On the other hand, when
the center-of-gravity position exists in the aforesaid invalid
region (the rectangular region centered at the origin O), it is
determined that the hip is not swung based on the center-
of-gravity position.

In this manner, by providing the invalid region, a hip
swing action consciously made by the player can be deter-
mined with an increased accuracy. That is, when the player
consciously swings his/her hip, the center-of-gravity posi-
tion largely changes, but even when the player stands still
without consciously swinging his/her hip, the center-of-
gravity position constantly changes near the origin O. Since
the invalid region has a rectangular shape centered at the
origin O as described above, when the center-of-gravity
position exists near the origin O, it is not determined that the
hip is swung. Therefore, by setting the threshold value for
the value representing the center-of-gravity position, a hip
swing action consciously made by the player can be deter-
mined with an increased accuracy.

Moreover, since the threshold value for the center-of-
gravity position at step S33 is greater than the threshold
value at step S14, whether or not the player swings his/her
hip can be determined with an increased accuracy. That is,
in the first hip swing determination, whether or not a change
of the load value is equal to or greater than the threshold
value is determined (step S22), while in the second hip
swing determination, the determination is performed based
only on the center-of-gravity position. Accordingly, if the
same threshold value is adopted at steps S33 and S14, and
then the hip swing determination is performed based only on
the center-of-gravity position, it may be determined that the
hip is swung even though the player does not consciously
swing his/her hip. Therefore, in the hip swing determination
(second hip swing determination) based on the center-of-
gravity position, a greater threshold value is adopted, and
thereby a hip swing action consciously made by the player
is determined.

Returning to FIG. 13, after the hip swing determination
process based on the center-of-gravity position at step S5,
the CPU 40 then executes the process at step S6.

At step S6, the CPU 40 determines whether or not it is
determined that the hip is swung based on the center-of-
gravity position at step S5. Specifically, the CPU 40 refers
to the main memory, and determines whether or not the data
indicating that it is determined that the hip is swung based
on the center-of-gravity position is stored. When a result of
the determination is negative, the CPU 40 then executes the
process at step S7. When the result of the determination is
affirmative, the CPU 40 then executes the process at step S8.

At step S7, the CPU 40 determines whether or not both the
center-of-gravity movement flag and the load increase flag
are ON. That is, even when it is determined that the hip is
not swung based on the center-of-gravity position at step S5,
whether or not the hip is swung is determined at step S7,
based on the movement of the center of gravity and the
change of the load which have been determined at steps S3
and 34. Specifically, the CPU 40 refers to the center-of-
gravity movement flag data 508 and the load increase flag
data 510 in the main memory, and determines whether or not
both of these flags are ON. When a result of the determi-
nation is affirmative, the CPU 40 then executes the process
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at step S8. When the result of the determination is negative,
the CPU 40 then executes the process at step S9.

At step S8, the CPU 40 sets the hip swing determination
flag to ON. Specifically, the CPU 40 sets the hip swing
determination flag, which is stored in the main memory, to
ON, and stores the flag in the main memory again. Then, the
CPU 40 executes the process at step S9.

At step S9, the CPU 40 executes the other game pro-
cesses. At step S9, a process in accordance with the result of
the hip swing determination at steps S2 to S8 is executed.
For example, when the hip swing determination flag stored
in the main memory is ON (when the hip swing determi-
nation flag is set to ON at step S8, or when Yes at step S1),
the CPU 40 executes the process subsequent to the hip swing
determination. Specifically, as the process subsequent to the
hip swing determination, the CPU 40 causes an appearance
in which the player character 120 swings its hip in the swing
direction indicated by the swing direction data 506 to be
displayed on the screen, or causes an indication that any of
the selection objects 121 to 123 is selected to be displayed.
In addition, as the process subsequent to the hip swing
determination, the CPU 40 determines whether or not the
answer given by the player is correct, and displays a content
in accordance with a result of the determination or calculates
a score. Moreover, when the process subsequent to the hip
swing determination is terminated, the CPU 40 sets the hip
swing determination flag stored in the main memory to OFF,
and stores the flag in the main memory again. Furthermore,
when the process subsequent to the hip swing determination
is terminated, the CPU 40 stores the swing direction stored
in the swing direction data 506, as the immediately preced-
ing swing direction data 512, and clears (initializes) respec-
tive data (the load value data 502, the center-of-gravity
position data 504, and the swing direction data 506). On the
other hand, when the hip swing determination flag is OFF,
the CPU 40 displays, on the screen, an appearance in which
the player character 120 stands still or is slightly moving in
the up-and-down direction, the selection objects 121 to 123,
a background image, and the like, as shown in FIG. 7A.
Subsequently, the CPU 40 executes the process at step S10.

At step S10, the CPU 40 determines whether or not the
game ends. When a result of the determination is affirmative,
the CPU 40 terminates the game process, and when the
result of the determination is negative, the CPU 40 returns
to step S1 and repeats the game process. For example, when
the player presses the button (input means 26) of the
controller 22 indicating a termination of the game process,
the CPU 40 terminates the game process. Thus, the game
process according to the present embodiment is terminated.

The threshold values and conditions adopted in the above-
described process, the sequence of the processes, or the like,
are merely illustrative. Thus, the aforesaid threshold values
and conditions may be appropriately adjusted, and the
sequence of the above-described processes may be any
sequence. For example, the sequence of steps S6 and S7 may
be interchanged. That is, the determination at step S7 may be
performed after step S5, and when a result of the determi-
nation is negative, the determination at step S6 may be
performed. As a result, when the amount of increase of the
load is equal to or greater than the threshold value and in
addition there is a movement of the center of gravity, it is
determined that the hip is swung in the direction in which the
center of gravity moves, while when the amount of increase
of the load is less than the threshold value, the hip swing
determination based on the center-of-gravity position is
performed. That is, when the result of the above-described
first hip swing determination is affirmative (when it is
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determined that the hip is swung in the first hip swing
determination), it may be determined that the player swings
his/her hip, and when the result of the first hip swing
determination is negative, the second hip swing determina-
tion may be performed.

As described above, in the present embodiment, when a
change of the load value per predetermined time period is
equal to or greater than the threshold value (Yes in step S22),
the hip swing action performed by the player can be deter-
mined based on the direction (the direction calculated at step
S12) in which the center-of-gravity position moves at that
time. In addition, even when the change of the load value is
less than the threshold value, the hip swing action performed
by the player can be determined based on the center-of-
gravity position (steps S31 and S33). That is, when the
change of the load value per predetermined time period is
equal to or greater than the threshold value, it can be
determined that the player quickly swings his/her hip in the
predetermined direction. When the player slowly swings
his/her hip in the predetermined direction, a change of the
load value per predetermined time period is less than the
threshold value. However, even in such a case, it can be
determined that the player swings his/her hip, based on the
center-of-gravity position.

In the present embodiment, when the amount of change of
the load value per predetermined time period is equal to or
greater than the threshold value, it is determined that the
player swings his/her hip. In another embodiment, when a
load value detected by the load controller 36 is equal to or
greater than the threshold value, it may be determined that
the player swings his/her hip. For example, as shown in FIG.
9B, in the above-described preliminary action of the hip
swing action performed by the player, the increase of the
load value is relatively small, but in the actual hip swing
action (from W12 to W20), the increase of the load value is
relatively large. Accordingly, for example, when the weight
ratio exceeds 1.2, it may be determined that the player
swings his/her hip.

In the present embodiment, the direction in which the
player swings his/her hip is determined based on the direc-
tion in which the center-of-gravity position moves, the
center-of-gravity position, and a speed at which the center-
of-gravity position moves, which are obtained when the
amount of change of the load value per predetermined time
period is equal to or greater than the threshold value. That is,
even when the amount of change of the load value is equal
to or greater than the threshold value, if the value represent-
ing the center-of-gravity position is not equal to or greater
than the threshold value or if the speed at which the center
of gravity moves is not equal to or higher than the prede-
termined value, it is not determined that the player swings
his/her hip. In another embodiment, whether or not the
player swings his/her hip in a predetermined direction may
be determined based only on the direction in which the
center-of-gravity position moves, which is obtained when
the amount of change of the load value per predetermined
time period is equal to or greater than the threshold value.

Although in the present embodiment four directions are
set as the direction in which the player swings his/her hip,
in another embodiment the hip swing determination may be
performed with respect to an arbitrary direction.

In the present embodiment, when the speed at which the
center of gravity moves is equal to or higher than the
predetermined value, it is determined that the player swings
his/her hip. In another embodiment, when the speed at which
the center of gravity moves is equal to or lower than a
predetermined value, it may be determined that the player
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performs a predetermined action. In addition, when the
amount of change of the speed at which the center of gravity
moves is equal to or greater (or smaller) than a predeter-
mined threshold value, it may be determined that the player
performs a predetermined action. That is, in another embodi-
ment, whether or not the speed at which the center of gravity
moves satisfies a predetermined condition may be deter-
mined, and when a result of the determination is affirmative,
it may be determined that the player performs a predeter-
mined action.

In the present embodiment, when the absolute value of the
coordinate value of the center of gravity is equal to or greater
than the predetermined threshold value, it is determined that
the player performs a predetermined action. In another
embodiment, when the absolute value of the coordinate
value of the center of gravity is less than a predetermined
threshold value, it may be determined that the player per-
forms a predetermined action.

In the present embodiment, a hip swing performed by the
player is determined based on a rate of increase of the load
value (the amount of increase of the load value per prede-
termined time period). In another embodiment, an action
performed by the player may be determined based on a rate
of decrease of the load value. For example, in a case where
the player performs an action of jumping on the load
controller 36; if the player performs an action of kicking the
load controller 36 as a preliminary action for jumping, the
load value detected by the load controller 36 increases.
Then, when the player actually jumps, the load value
decreases. In this case, when the rate of decrease of the load
value per predetermined time period satisfies a predeter-
mined condition (when the absolute value of the rate of
decrease of the load value is equal to or greater than a
predetermined value), it may be determined that the player
jumps. Furthermore, based on the center-of-gravity position
or the direction in which the center-of-gravity position
moves at that time, the direction in which the player jumps
may be determined. For example, when the center-of-gravity
position obtained when the rate of decrease of the load value
satisfies the predetermined condition is located near the
origin O, it may be determined that the player jumps straight
up. Also, for example, when the center-of-gravity position
obtained when the rate of decrease of the load value satisfies
the predetermined condition is located to the right of the
origin O, it may be determined that the player jumps to the
right.

For example, when the player makes a turn in skiing on
the load controller 36, an action of the turn can be deter-
mined by using the above-described method. For example,
when a quick turn is made in skiing, a skier moves the
weight in accordance with a direction of the turn. When this
action is performed on the load controller 36, the center-of-
gravity position detected by the load controller 36 moves. In
this case, similarly to in the above-described hip swing
action, the load value detected by the load controller 36
increases or decreases. Accordingly, when the rate of
increase of the load value, the rate of decrease of the load
value, or the like, becomes equal to or higher than a
predetermined threshold value, it may be determined that the
player makes a turn. Further, based on the center-of-gravity
position or the direction in which the center-of-gravity
position moves which are obtained at that time, in which
direction the player makes the turn can be determined. That
is, by analyzing a change of the load value and a change of
the center-of-gravity position which are obtained when the
player makes a turn in skiing, whether or not the player
makes a turn can be determined.
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In another embodiment, a pattern of a change of the load
value, which is obtained when the player performs a prede-
termined action, may be analyzed, and whether or not the
pattern of the change of the detected load value is coincident
with or similar to a predetermined pattern may be deter-
mined. Also, whether or not a local maximum value or a
local minimum value of a change of the load within a
predetermined time period, or a pattern based on a combi-
nation of the local maximum and minimum values satisfies
a predetermined condition, may be determined. Then, based
on the center-of-gravity position, the direction in which the
center-of-gravity position moves, or the like, which are
obtained when a result of the determination is affirmative,
whether or not the player performs a predetermined action
may be determined. For example, in the above-described hip
swing action, after the hip swing action is started, the load
value exhibits the local maximum value (W7) which is
relatively small, then exhibits the local minimum value
(W12), and then increases again, as shown in FIG. 9B. By
detecting such a pattern of the change of the load value, an
action performed by the player can be determined. In
addition, for example, in a case of a jumping action, it is
assumed that the load value exhibits quite a great local
maximum value, then drastically decreases, and then dras-
tically increases again. If such a pattern is detected, it is
inferred that the player is performing the jumping action. By
detecting, at this time, the center-of-gravity position or the
direction in which the center-of-gravity position moves, in
which direction the player is jumping can be determined.

In another embodiment, not only the hip swing action
performed by the player, but also various actions may be
determined. As described above, the jumping action (includ-
ing an action of the player acting as if the player is jumping
while keeping his/her feet on the platform 36a), and an
action of quickly moving the center of gravity similarly to a
turn in skiing, may be determined. Moreover, for example,
an action of the player shaking his/her head, an action of the
player swinging his/her arm, an action of the player alter-
nately bending and stretching his/her legs as if the player is
riding a bicycle, and the like, may be determined. That is,
various actions in which the load and the center-of-gravity
position change due to a relatively quick action of the player,
may be determined. The threshold values and the conditions
adopted in the above-described process may be changed in
accordance with an action to be determined. For example, it
is assumed that, if the player quickly swings his/her head
and upper body similarly to a heading in soccer, the load
value changes in the above-described manner. In addition,
also if the player quickly swings his/her arm, the load value
changes. In such a case, the center-of-gravity position
changes in accordance with a change of the load value.
Therefore, by previously setting a determination condition
in accordance with an action to be determined, a predeter-
mined action of the player can be determined.

In another embodiment, the present invention is also
applicable to a game in which the player moves a character
displayed on the screen based on the center-of-gravity
position. That is, when the player quickly moves the weight,
the unconscious preliminary action is detected as described
above, and therefore the character cannot be moved in the
direction intended by the player. However, by detecting a
change of the load value in the above-described manner, an
erroneous detection due to the preliminary action can be
prevented.

As described above, whether or not the local maximum or
minimum value of the load value, or the rate of increase or
decrease of the load value is equal to or greater (or smaller)
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than the predetermined threshold value, whether or not the
load value is equal to or greater (or smaller) than the
predetermined threshold value, whether or not the pattern of
the change of the load value is coincident with or similar to
the predetermined pattern, and the like, may be determined.
That is, whether or not the load information concerning a
load value detected by the load controller 36 or a change of
the load value over time (the load information may be a load
value, a rate of change of the load value, or a pattern of
change of the load value) satisfies a predetermined condi-
tion, may be determined. Then, based on center-of-gravity
information (the direction in which the center-of-gravity
position changes, and the center-of-gravity position)
obtained when a result of the determination thereof is
affirmative, an action of the player may be determined.

In the present embodiment, the above-described process
is performed by using the load controller 36 having the four
load sensors 364. In another embodiment, the number of the
load sensors is not necessarily four, but may be three, or five
or more. In addition, it is not necessary that the four load
sensors 364 are provided at four corners of the load con-
troller 36, but the four load sensors 364 may be arranged in
any manner. That is, the number and the arrangement of the
load sensors may be arbitrary, and the center-of-gravity
position can be calculated by performing a correction unique
to a geometric arrangement of the load sensors.

In the present embodiment, data indicating the values
detected by the respective load sensors 364 is transmitted to
the game apparatus 12. In another embodiment, the load
controller 36 may calculate the total value of the loads
detected by the respective load sensors 364 and the center-
of-gravity position, and may transmit the calculated total
value and the calculated center-of-gravity position, to the
game apparatus 12. That is, the game apparatus 12 may
receive a signal including the total load value and the
center-of-gravity position which are calculated by the load
controller 36, and acquire these information from the
received signal.

The game program of the present invention may be
provided to the game apparatus 12, not only through an
external storage medium such as the optical disc 18 but also
through a wired or wireless communication line. The above-
described program may be executed by a hand-held game
apparatus. The game program may be preliminarily stored in
a nonvolatile storage device embedded in the game appara-
tus 12. It is noted that an information storage medium having
the game program stored therein may be a nonvolatile
semiconductor memory in addition to an optical disc-shaped
storage medium such as CD-ROM, DVD, and the like.

In another embodiment, the program for determining the
above-described actions may be executed by an information
processing apparatus other than the game apparatus, for
example, by a special device for determining a predeter-
mined action, a personal computer including an input device
capable of measuring a load, and the like.

In the present embodiment, the process in the flow charts
described above is performed by the CPU 40 of the game
apparatus 12 executing the game program. In another
embodiment, a part or the whole of the above-described
process may be performed by a special circuit provided in
the game apparatus 12.

While the invention has been described in detail, the
foregoing description is in all aspects illustrative and not
restrictive. It is understood that numerous other modifica-
tions and variations can be devised without departing from
the scope of the invention.
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What is claimed is:

1. A non-transitory computer-readable storage medium
having stored therein an information processing program
executable by a computer of an information processing
apparatus for processing a signal supplied from an input
device which includes a load sensor for detecting a load of
a user, the information processing program causing the
computer to provide execution comprising:

acquiring load information concerning the load of the user

or a change of the load over time, based on the signal
supplied from the input device;
acquiring center-of-gravity information concerning a cen-
ter-of-gravity position of the user or a direction in
which the center-of-gravity position moves, based on
the signal supplied from the input device;

determining whether or not the change of the load over
time satisfies a first condition;

specifying a time when the change of the load over time

satisfies the first condition;

specifying a coordinate value of the center-of-gravity

position at the specified time; and

determining a predetermined action of the user, using the

specified coordinate value of the center-of-gravity posi-
tion obtained when the change of the load over time
satisfies the first condition,

the center-of-gravity information concerning the direction

in which the center-of-gravity position moves is
acquired based on the signal supplied from the input
device, and

the predetermined action of the user is determined based

on the center-of-gravity information concerning the
direction in which the center-of-gravity position
moves, which is acquired and obtained when the result
of the determination of whether or not the change of the
load over time satisfies the first condition is affirmative.

2. The non-transitory computer-readable storage medium
according to claim 1, wherein whether or not the load of the
user increases is determined based on the load information.

3. The non-transitory computer-readable storage medium
according to claim 2, wherein whether or not a rate of
increase of the load is equal to or higher than a predeter-
mined threshold value is determined.

4. The non-transitory computer-readable storage medium
according to claim 1, wherein

the center-of-gravity information concerning the center-

of-gravity position is acquired based on the signal
supplied from the input device, and

even when the change of the load over time does not

satisfy the first condition, if the absolute value of a
coordinate value, with respect to a direction of a
predetermined axis, of the center-of-gravity position
which is obtained when the change of the load over
time does not satisfy the first condition, is equal to or
greater than a predetermined threshold value, the user
is determined as performing the predetermined action.
5. The non-transitory computer-readable storage medium
according to claim 1, wherein the information processing
program causes the computer to provide further execution
comprising:
acquiring the center-of-gravity information concerning
the center-of-gravity position and the direction in
which the center-of-gravity position moves, based on
the signal supplied from the input device,

determining whether or not the absolute value of a coor-
dinate value of the center-of-gravity position with
respect to a direction of a first axis is equal to or greater
than a first threshold value, and
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determining the predetermined action of the user, based
on the direction in which the center-of-gravity position
moves, which is obtained when the result of the deter-
mination of whether or not the change of the load over
time satisfies the first condition is affirmative and a
result of the determination of whether or not the
absolute value of the coordinate value of the center-
of-gravity position with respect to the direction of the
first axis is equal to or greater than the first threshold
value is affirmative.

6. The non-transitory computer-readable storage medium
according to claim 5, wherein the information processing
program causes the computer to provide further execution
comprising:

determining whether or not the absolute value of the

coordinate value of the center-of-gravity position with
respect to the direction of the first axis is equal to or
greater than a second threshold value which is greater
than the first threshold value, and

even when the result of the determination as to whether

the change of the load over time satisfies the first
condition is negative, determining the predetermined
action of the user, based on the center-of-gravity posi-
tion obtained when the result of the determination is
negative and a result of the determination of whether or
not the absolute value of the coordinate value of the
center-of-gravity position with respect to the direction
of the first axis is equal to or greater than the second
threshold value is affirmative.

7. The non-transitory computer-readable storage medium
according to claim 1, wherein

the center-of-gravity information concerning the center-

of-gravity position is acquired based on the signal
supplied from the input device,

whether or not the center-of-gravity position exists in a

predetermined region which is set at a predetermined
position on an input plane which is provided in the
input device and to which the load is applied by the user
is determined, and

when the result of the determination of whether or not the

change of the load over time satisfies the first condition
is affirmative and a result of the determination, at that
time, of whether or not the center-of-gravity position
exists in the predetermined region is negative, the user
is determined as performing the predetermined action.

8. The non-transitory computer-readable storage medium
according to claim 1, wherein

the center-of-gravity information concerning the center-

of-gravity position and the direction in which the
center-of-gravity position moves is acquired based on
the signal supplied from the input device,

whether or not the absolute value of a coordinate value of

the center-of-gravity position with respect to a direction
of'a first axis is equal to or greater than a predetermined
threshold value is determined, and

when a result of the determination of whether or not the

absolute value of the coordinate value of the center-
of-gravity position with respect to the direction of the
first axis is equal to or greater than the predetermined
threshold value is affirmative, the predetermined action
of the user based on the center-of-gravity position,
which is obtained when the result is affirmative, is
determined, and

the predetermined action of the user based on the direc-

tion in which the center-of-gravity position moves,
which is obtained when the result of the determination
of whether or not the absolute value of the coordinate
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value of the center-of-gravity position with respect to
the direction of the first axis is equal to or greater than
the predetermined threshold value is negative and the
result of the determination of whether or not the change
of the load over time satisfies the first condition is
affirmative is determined.

9. The non-transitory computer-readable storage medium
according to claim 1, wherein the information processing
program causes the computer to provide further execution
comprising:

calculating a speed at which the center-of-gravity position

of the user moves, based on the acquired center-of-
gravity information; and

determining whether or not the speed at which the center-

of-gravity position moves satisfies a second condition,
and

when the result of the determination of whether or not the

change of the load over time satisfies the first condition
is affirmative and a result of the determination, at that
time, of whether or not the speed at which the center-
of-gravity position moves satisfies the second condition
is affirmative, the predetermined action of the user is
determined based on the center-of-gravity information.

10. The non-transitory computer-readable storage
medium according to claim 1, wherein

aplurality of first regions and a plurality of second regions

provided at boundaries of the first regions are in
advance set on an input plane which is provided in the
input device and to which the load is applied by the
user, and

when the center-of-gravity position, which is acquired

and obtained when the result of the determination of
whether or not the change of the load over time satisfies
the first condition is negative, exists in the first region,
the user is determined as performing the predetermined
action.

11. The non-transitory computer-readable storage
medium according to claim 1, wherein whether or not the
user performs the predetermined action in a predetermined
direction is determined.

12. The non-transitory computer-readable
medium according to claim 1, wherein

whether or not the user performs the predetermined action

in a predetermined direction is repeatedly determined,
when the user performs the predetermined action in the
predetermined direction, a determination result indicat-
ing the direction in which the user performs the pre-
determined action is stored in a memory, and
the user is determined as performing the predetermined
action, only when the direction in which the user
performs the predetermined action, which is obtained
based on the center-of-gravity information, is different
from the direction indicated by an immediately preced-
ing determination result stored in the memory.

13. The non-transitory computer-readable
medium according to claim 12, wherein

a plurality of regions each indicating a direction in which

the user performs the action is in advance set on an
input plane which is provided in the input device and to
which the load is applied by the user, and the user is
determined as performing the predetermined action in
the direction indicated by the region, on the input plane,
where the center-of-gravity position exists.

14. The non-transitory computer-readable storage
medium according to claim 13, wherein even when the result
of the determination as to whether the change of the load
over time satisfies the first condition is negative, the user is

storage

storage
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determined as performing the predetermined action in the
direction indicated by the region, on the input plane, where
the center-of-gravity position exists, the center-of-gravity
position being obtained when the result of the determination
is negative.

15. The non-transitory computer-readable storage
medium according to claim 1, wherein the information
processing program causes the computer to provide further
execution comprising displaying, on a display device, an
appearance in which the user performs the predetermined
action, when a result of the determination of the predeter-
mined action of the user, based on the center-of-gravity
information obtained when the result of the determination of
whether or not the change of the load over time satisfies the
first condition is affirmative.

16. The non-transitory computer-readable storage
medium according to claim 1, wherein the first condition is
satisfied when a pattern of local maximum and minimum
values of the load information over a predetermined period
of time satisfies a threshold value.

17. An information processing apparatus having one or
more processors and configured to process a signal supplied
from an input device which includes a load sensor for
detecting a load of a user, the information processing appa-
ratus comprising:

a load information acquisition unit for acquiring load
information concerning the load of the user or a change
of'the load over time, based on the signal supplied from
the input device;

a center-of-gravity information acquisition unit for
acquiring center-of-gravity information concerning a
center-of-gravity position of the user or a direction in
which the center-of-gravity position moves, based on
the signal supplied from the input device;

a load determination unit for determining whether or not
the change of the load over time satisfies a first con-
dition;

a time specifying unit for specifying a time when the
change of the load over time satisfies the first condition;

a coordinate value specifying unit for specifying a coor-
dinate value of the center-of-gravity position at the
specified time; and

an action determination unit for determining a predeter-
mined action of the user, using the specified coordinate
value of the center-of-gravity position obtained when
the change of the load over time satisfies the first
condition,

the center-of-gravity information concerning the direction
in which the center-of-gravity position moves is
acquired based on the signal supplied from the input
device, and

the predetermined action of the user is determined based
on the center-of-gravity information concerning the
direction in which the center-of-gravity position
moves, which is acquired and obtained when the result
of the determination of whether or not the change of the
load over time satisfies the first condition is affirmative.

18. An information processing system, comprising:

an input device having a load sensor for detecting a load
of a user; and

an information processing apparatus having one or more
processors and coupled to the input device, the infor-
mation processing apparatus configured to process a
signal supplied from the input device and comprising:
a load information acquisition unit for acquiring load

information concerning the load of the user or a
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change of the load over time, based on the signal
supplied from the input device;

a center-of-gravity information acquisition unit for
acquiring center-of-gravity information concerning a
center-of-gravity position of the user or a direction in
which the enter-of-gravity position moves, based on
the signal supplied from the input device;

a load determination unit for determining whether or
not the change of the load over time satisfies a first
condition;

a time specifying unit for specifying a time when the
change of the load over time satisfies the first con-
dition;

a coordinate value specifying unit for specifying a
coordinate value of the center-of-gravity position at
the specified time; and

an action determination unit for determining a prede-
termined action of the user, using the specified
coordinate value of the center-of-gravity position
obtained when the change of the load over time
satisfies the first condition,

the center-of-gravity information concerning the direc-
tion in which the center-of-gravity position moves is
acquired based on the signal supplied from the input
device, and

the predetermined action of the user is determined
based on the center-of-gravity information concern-
ing the direction in which the center-of-gravity posi-
tion moves, which is acquired and obtained when the
result of the determination of whether or not the
change of the load over time satisfies the first con-
dition is affirmative.

19. A method, implemented in an information processing
apparatus having one or more processors, for processing a
signal supplied from an input device which includes a load
sensor for detecting a load of a user, the method comprising:

acquiring load information concerning the load of the user

or a change of the load over time, based on the signal
supplied from the input device;

acquiring center-of-gravity information concerning a cen-

ter-of-gravity position of the user or a direction in

which the center-of-gravity position moves, based on
the signal supplied from the input device;

determining, using the one or more processors, whether or
not the change of the load over time satisfies a first
condition;

specifying a time when the change of the load over time

satisfies the first condition;

specifying a coordinate value of the center-of-gravity

position at the specified time; and

determining a predetermined action of the user, using the

specified coordinate value of the center-of-gravity posi-

tion obtained when the change of the load over time
satisfies the first condition,

the center-of-gravity information concerning the direction

in which the center-of-gravity position moves is

acquired based on the signal supplied from the input
device, and

the predetermined action of the user is determined based

on the center-of-gravity information concerning the

direction in which the center-of-gravity position
moves, which is acquired and obtained when the result
of the determination of whether or not the change of the
load over time satisfies the first condition is affirmative.

20. A non-transitory computer-readable storage medium
having stored therein an information processing program
executable by a computer of an information processing
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apparatus for processing a signal supplied from an input
device which includes a load sensor for detecting a load of
a user, the information processing program causing the
computer to provide execution comprising:
acquiring load information concerning the load of the user 5
or a change of the load over time, based on the signal
supplied from the input device;
acquiring center-of-gravity information concerning a cen-
ter-of-gravity position of the user or a direction in
which the center-of-gravity position moves, based on 10
the signal supplied from the input device;
determining whether or not the change of the load over
time satisfies a first condition; and
determining a predetermined action of the user, based on
the direction in which the center-of-gravity position 15
moves when the change of the load over time satisfies
the first condition.
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